
Lízard lickin’ good 


Big boomshakalak with fries and a 
medium soft drink please 


makes your day 
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Is it a potato waffie? Is it a pizza? No iťs a 
piece of Axminster actually 

Wk»sĚwin€ĚewB 2 

A veritabie hot-pot of a 30 beaťem-up 

sequel thang 
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'M/ie''v'e rcacĚac€Ě 
Hssuc of 

aĚrca€Ěy, 

an€Ě tĚwix is tĚwc fĚrst 
tiwne vtrc^^cput a CS> 
ontĚacco^cr. TĚac 
rcason for ^Ěais is 
xišmpĚc — vtrc ^nrant to 


Notě: The Joypad Controls for all three démos are explalned 
In glodous detail on the disc Itself... 


€Ěo ĚZ rigĚat. 'ITep, vire 
couĚ€Ě^ve ĚmocĚceri up 
a €Ěisc a wĚaite bacte, 
but wbo wants a 
coupte ofrotting 
etemos anet a tbree- 
minate burst on 
sometbinp airerage 
for a fiirer? ITou 
eton^t: want it, anet 
we eton^t want to 
enmbarrass 
oursebres b^^ 
suppty^ing it, so 
we^'ire waiteet antit 
we coutet gi^re you 
your money^s 
wortb. Tbree 
massiire etenmos of 
tbree top pames — 
att pta^rabte, att 
exctusiire to 
m*^JC-W*ro, aneteacb 
one better tban 
otber maps^ etreams 


ttnĚy^n^ften 
fftere^s ta cta^rer- 
Ěmounfect efisc y 


Easily the PlayStation's finest shooťem-up, receiving a 
monstrous eight-and-a-half from PSX-Pro when reviewed, 
Loaded was one of the first games to fully utilise the power 
of your machine. This demo - o full and massive level taken 
from the game - shows off all its best aspects and is an 
absolute treat to play. 

The action takés plače outside, and your character is 
initially armed with nothing but a puny side-cannon. 
However, pick-ups build it into a fire-spitting killing machine 
with a blast rádius of yards. But before you reach this stage 
you’ll be forced to také out dozens of enemy creatures. 

With multi-directional scrolling and the ability to zoom in 
and out to suit your position, the Controls také a little getting 
ušed to. But this is what you bought a Playstation for after 
all. The basic idea is to kill everything, and piek up anything 
which doesrft kill you. Try every dooř, and look out for weak 
points in walis or scenery which may lead to hidden 
sections. Even when you know what yoďre doing, this is 
one demo which you won’t finish in just an hour. Set aside 
some time - this is hard. 
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As well as playing the finest currently available 
games for free, we thought you’d aiso like a taste of 
whaťs in store in the coming months. So, to this 
end, we're proud to bring you a fully playable hole 
of this awesome looking bunker-orama. 

Gremlin has gone all out to ensure that its golfing 
sim is untouchable in terms of both graphics and 
playability, but you can judge that for yourself as 
you hack across the fairway and through the rough 
on your way to a glorious triple bogie. 

The amazing motion-captured sprite (created by 
the same futuristic technique that was ušed for the 
Actua Soccer players) can be viewed from one of 
many angles, as can the whole game. Taking a shot 
is mode easier by the multiplicity of Windows which 
can be opened at any time. 
Professional hole-by-hole 
commentary will be in the 
finished version, but for 
now just sit back, click 
away and enjoy the 
tranquillity. And then curse 
from within the bunkers. 


What better way to complement the best 
shooťem-up available than with the PSX’s 
premier football game? We don’t give scores of 
nine away lightly here, but the excellent 
Actua Soccer couid expect nothing less, and 
this demo includes almost every aspect you’d 
expect to see in the finished article. 

The match you’re plunged into is a player vs 
Computer edition of the titanic cross border 
pagga-fest struggie which is England versus 
Scotland, and a full 45 minutes is yours for 
the playing. 

Either team can be controlled via the 
joypad - with control touches such as player 
speed-ups for chasing the balí - and each is 
represented by the full International squad. 

You piek your team from the outset, but if 
things don’t go well, you can make a 
substitution. If that doesn’t work, try altering 
your formation the next time you play. The 
graphics and sound FX are the best you’ll find, 
and Barry Oavies’s commentary tops off yet 
another fantastic demo. 
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AddOB fomr Sácc w wqs rec^ tlu 
launchJu at AnKl(i^ome of''’*S», 
Liverpoll FC. P^Pro was there 


Need fór Speed is not oniy 
on amphetamine addiction, 
iťs a super-fast split-screen 
racer from massive games 
publisher Electronic Arts 


Braindead 13 isn't the nickname 
of the current Wigan rugby league 
side, iťs a quite remarkable 
interactive cartoon adventure from 
Finchlei 












as the Tápe Oebate 
- that you won’t 
other mag 


Krazy Ivan leads the way in the guides 
section this month, strongly bocked up 
by Raymon. SF Zero, Wipeout and more 


Hfei/I/V 110 


Reloaded - the sequel to Loaded - is the 
hottest piece of news weVe got for you 
this month. Check it out, quick style 
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^heíkhock 

Similar in look to Thunderhawk 
2, but totally different to play. 
Thoťs becouse you’re driving o 
tank not flying o helicopter! Iťs 
got a ream soundtrack as well 

Ridge Raceř RevoIu4iorf 

No sooner háve we all 
splashed out for the originál 
than the pseudo-sequel 
appears. 1s it worth a second 
purchase? 


To^hindeft 2 

Another sequel, this time to 
Sony’s own contender for the 
much sought after title of ‘King 
of the Beaťem-ups’ 


Qufřbiřd 

Bizarre Manga-esque 
shooťem-up which couid oniy 
háve come out of Japan. It 
really shouid háve stayed 
there too. Pray this never gets 
an official release 







A Peal Mixed bag 4hÍ5’ Ťnorf4h, wi4h 
jud- abou4 eveř*^ 4^pe of gaMe cOMittg 
under 4he review 

Micro^cope. Will we ever háve aff k^Ue. 

wi4hou4 a bea4 eín-up ir? i4? 

T Oniv 4ÍMe will 4ell ' 


íf“Bou háve ar 


on how JrO iínprove 4-he revi®^ sedt-i 
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Klekej Kaffia 
Disney platform romp gets a 
Playstation conversion 


Need For ^peed 

Electronic Arts’ best 
Playstation release so far is a 
potential Ridge Racer beater 


De^cerf4 

Doom in a spaceship is one 
way of deseribing lnterplay’s 
conversion of the highiy 
successful PC shooter 


eW 


NqMco Hu^euM VoluŤne 1 

The first of two bouts of nostalgia this 
month. Seven classic arcade games 
on one CD, courtesy of videogame 
industry legend, Namco 


NoíMco Ku^euM VoIuTne 2 

Volume 2 of the Museum series 
contains six slightly more obscure 
titles, and is therefore not quite as 
big a treat for the oidsters as 
Volume 1. Iťs still good fun though 


NBA Itf 4he Zone 

What wouid you get if you crossed 
the best bits of Total NBA with the 
reamest elements of NBA Jam? Sued 
probably, because Kónami has 
beaten you to it 




Kagic Cařpe4 
Rug blasting antics aplenty with 
Bullfrog’s much talked obout genre- 
busting shooťem-up. Far be it from us 
to stick a fly in the ointment, but we 
don’t think iťs all that good. Sorry 

50 

Wirrg CoMMaffcler III 

Fantastic storyline, great cast and 
unbelievable FMV sequences are let 
down bodly by sloppy gameplay. We 
never thought wetí see a Playstation 
game lurch around quite this bodly 






This is definitely one for the thinkers out 
there. If you like to spend hours 
pondering the solution to complex 
adventuring puzzles, then this is most 
definitely the game for you 


Qex 

Enjoy wiseeraeking lizard antics as Gex 
hammers around standard platform 
levels engaged in some quest or other. 
If he says, Oh yeah, iťs tail time! oncQ 
more, we’re knoeking the score downl 
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Shellshock looks a fair bit like Operation 
Firestorm, which isn’t aíi that surprising when you 
consider that both come courtesy of Oerby-based 
software house, Core Design. But this is no bad 
thing, because Thunderhawk 2 has to be one of 
the most impressive Playstation games to dáte. 

In Shellshock, the helicopters háve been 
replaced by tanks (aithough helicopters do attack 
you on later leveís), but the gameplay remains 
essentially the same. You také part in a series of 
progresslvely more difficult missions, earning 
money as you go and arming/rearming your tank 
as much as you can. 

To add some character and Ilfe to the game, 
you control a member of a team of elite tank 
drivers, ‘hiply’ éntitled Da Wardenz. These boys 
are ultra cool, into all the right things, and theyYe 
the very best at what they do - killing people. 

Thankfully there’s little or no FM. All the scene- 
setting is doně using rendered 3D characters. 

This Works incredibly well and provides an 
excellent alternativě to paying thousands of 
pounds to a bunch of top class actors or just 
drafting some tramps in off the Street for your 
intro sequence. 


few attempts 1 blundered headlong 
into the war zone oniy to end up 
well short of completing even the 
first mission’s easy objective. 

Iťs onIy after a few goes that 
you start to appreciate the tactical 
complexities that lurk beneath the 
surface of the apparently simple 
gameplay. For instance, if you wait 
for a visual sighting of an enemy, 
chances are you’re golng to suffer 
a reduction in your armour level. 
You definitely don’t want to wait 
until you see the whites of their 
eyes here. A tank Shell packs more 
of a wallop than a speculatively 
thrown spear after all. 


The hub of proceedings is Da 
^ardenz base camp. From 
here you can savé and 
load games, alter the 
options, talk to the 
fellow members of 
the squad, arm 
your tank and 
view mission 
briefings for the 
tasks ahead. Once 
you’re happy with 
the set-up iťs time to 
trundle off in your 
armoured vehicle and 
use some devastation. At 
least thaťs the idea. On my first 
































1t aiso took me a whíle to suss out spinning the 
gun turret. This comes in especially hondy if you 

_ find yourself 

I outnumbered and 
you hově to do o 
runner. It ollows 
you to loy down 
o line of fire 
behind you, 
which will ot 
leost give you o 
fighting chonce 

-- of escope. 

You’ll olso need to become proficient ot stolking 
your prey. Keep o keen eye on the radar while you 
do this, and you’II háve the upper hond when it 
comes to sneaky attacks from behind. At least this 
is the čase when you're battling it out in a built-up 
area. Get caught out in the open, however, and 
you re just going to háve to hope for the best. At 
such a time a bit of blind, optimistic firing is pretty 
much your oniy hope. 

AIthough Shelishock is in essence a shooťem-up, 
if you want to be any good at it you’re going to 
háve to be prepared to try out some of the varied 
tactics as well. 
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ciii crops up all 
ouer the plače. 
Check oul his 
Gareth ‘Gaz Top' 
Jones goatee 


Da Wardenz are commítted to combating 
terrorism, fightíng oppression and exposing 
corruption woridwide. In 1994 a Speciál Forces 
Unit was protecting a civilian convoy when it 
came under heavy artiliery fire. All their 
requests for tactical support from US 
Intelligence were denied, and the unit was 
declared expandable. The entire convoy was 
wiped out with the exception of five men. 
These survivors went on to form the mercenary 
unit you are a member of, which now operates 
out of Jackson Island, New York. 

Now 1 don’t know obout you, but this all 
seems a little like The A Team to me. 1 wonder 
whether the programmers were - Ilke me - big 
fans of the series. Come to think of it, even the 
way some of the choracters behave reminds 


me of some of the exchanges Hannibal and the 
boys ušed to háve in the back of the van. 

Either way, Core Design has come up trumps 
once again with Shelishock, and on this form 
can seemingly do no wrong. 1 just hope that 
Virtual Golf doesn't let the side down when it 
makes an appearance. 



summnnv 

GRiriE Shellehock 
GENRE Tank Sím 
SOFTUJRRE HOUSE Core Design 
FRICE E-i^t.cici 


Ulhen Lue saui this game it caused 
a hurried rethink to our Game of 
the lYlonth ptans. Rs deadlíne 
approached ijje'd atready hedged 
our bets and giuen Need for Speed 
the auiard. thinking that it ixias 
unlikely to be bettered this 
month. But uie tuere proued totatly 
Lurong. Core has not just come up 
uiith the best game of this month, 
it is, in my opinion, the best 
Playstation retease since the 
initial flurry of titles. Definitely one 
to be checked out. 


Right; The 


GRRPHICS 8 
GRMEPLRV 
LRSTRBILITV 

QUERRUL ^ 


RPRIL 
















• REvalutionarij character upgradas. 

•Paiuer-up Luith auuesDme nem meapans and 
projEctilas as ljdu prngrass thrnugh tha ranhs. kí 'Mfi ,^v'; 

•Earn additianal crunching cnmbn mavES as ijour 
csmbat shills davElap. 

•SpEctacular Hallijujnnd stL|lE cinEmatics. • '5 

Hits tha StrEEts... Earlij Hpril PricE... 

and “Playstation” are trademarks of Sony Computer Entertainment lne. 

Distributed by Virgin Interactive Entertainment, 2 Kensington Square, London W8 SRB Tel 0171 368 2255 
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COmSE SELECÍ 


Any good game wíll undoubtedly spawn a 
sequel, but for that sequel to arrive - albeit 
in early import form - before we’ve drlven 
more than a couple laps of its predecessor, is 
surely the most blatant čase of bandwagon 
jumping weVe seen. But waitl Who said 
anything obout a sequel? With talk afoot of 
Rave Racer, Grunge Racer, Acid Jazz Racer 
and whatever else the talented lot at Namco might háve up 
their sleeves, Ridge Racer Revolutlon hits the Playstation as 
ostensibly more of the same - though 
obviously at a new game price. 

And the difference is? Well, the load-up screen game of 
Galaxians has mutated into Galactic Dancing, and comes 
complete with a brand new tuně straight from an Eastern 
European beer festival. The script remains the same - wipe 
out every alien for the chance to up your driving options 
from a paltry four vehicles to every car on the track. 

Of course you’ll still háve to pull your finger out good-style 
to get your hands on that old favourite the Démon Car, 
which, to prove just how different this game is, has 
undergone a respray and forfeited its satanic blackness for 
pure, virginal white. 

And thaťs why Alex drives it... 


RECOQ 


A quick glance at Ridge Racer 
Revolution will alert you to the 
fact that this is Ridge Racer in a 
different box. But look more 
dosely and you will see that 
almost everything has changed, 
though admittedly in some cases, 
minutely. The voice-over guy has 
got new phrases, and after a 
speedy start will gleefully invite 
you to, “Now go for the leadl”. 
Věry nice. Iťs a shame he still 
insists on bellowing it out during 
the one-car time trials. But what 
the hell, the boy’s keen. 

The cars are new too. Sort of. 
The default four will be familiar, 
but blast the Galactic Dancers and 
you’ll find yourself with the choice 
of eight new boys, one of which 
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With all three races won, a familiar 
congratulatory sequence is followed by 
the chance to drive the tracks backwards. j 
Fans of the originál moy find thot this i 
comes oround oll too quickly, becouse 
despite the trock being slightly more 
chollenging thon thot of Ridge Rocer, it 
puIls up o long woy short of difficult. One 
or two bends will provide sticky moments 
though, but thoťs more through ill-defined 
tormoc thon their devilish design. | 

Thot sold, Ridge Rocer Revolution is > 
graphicolly one turn on from its doddy. It j 
boosts more subtiety of detail in the ‘ 

bockgrounds, and a greater variation of i 
‘new bits’ on the course, almost giving the ; 
impression that there really are three 
tracks to roce around. | 

An added rear view mirror seems, on the | 
face of it, to be an afterthought. But those J 
who remember the agonising frustration of š 
homing in on the finish as The Car From : 
Nowhere arrows past you into first plače | 
with, like, 10 metres to go, will instantly j 
recognise its appeal. Couple this with the | 
deranged roce commentator advising you ; 
that, "Iťs time to blockl", and the mirror j 
becomes a very useful gadget. | 




may be of 
practical use. 

Race-wise, 
there’s a brand 
new track. As 
with Ridge Racer, appendages 
háve been added to make up the 
three, three-Iap races which the 
box will undoubtedly advertise. On 
top of this there is the option to 
practise against just one other car 
over five laps, or, if iťs perfection 
you seek, hammer around solo for 
uniimited laps. 

As well as boasting automatic 
and manual transmissions, each 
car has up to four different speed 
options which become available 
throughout the game as you prove 
yourself on the track. 
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HIT THE BRHKES! 

The cere cen. uiith a lliile 
practiee. be controUed 
around eharp bende through a 
ekid. Hoiueuar. iťa Quicker 
to hit the brakee and etay on 
the racing line. becauee the 
care' acceleration 
makee up for your momentary 
loee of epeed. 


Good control 
ie more 
important 
than euer. 

Some of the 
bende are 
proper tričky 


C«N<«A lULAf lOKSf ■ 
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YOU SHOULD BUY RIRAREV BECAUSE... 

☆ it allows a two-player game to také 
plače through the use of two PlayStations 
and a link-up cable. 

☆ it contains the originál Ridge Racer 
track, which becomes available after you 
prove your worth by beating the white 
Angel Car. 

ti^You didn't buy Ridge Racer. 
t^You bought Ridge Racer and enjoyed it 
so much that even this subtiy changed 
extension of the game is worth 60 notes. 

☆ it is uniikely yoďll find a technically bet- 
ter, easier to play racer on the Playstation. 
ů' You háve a great deal of money and will 


not miss 60 quid. 

YOU SHOULDNT BUY RIRAREV BECAUSE... 
ú\ťs Ridge Racer, with a different track. 
i^Ai this price you wouid want both 
games to be melded together as one before 
they became worth considering. 

You bought Ridge Racer and liked it, but 
don’t want to buy it again. 

Ha two-player game through two 
machines and a cable is the lazy way of 
doing things, and you want a spllt-screen 
optioní 

☆ Supporting such easy sequels is a step 
towards destroying originality. 
t>You háve no money, do not own a 


SUlYIIYinRV 

GnrilE Ridge Racer Reuolution 
GENRE Racing 
SOFTlilRRE HOUSE Namco 
FRICE Elmport 

lile can indeed haue too much of a 
good thing. R point may uiell haue 
been stretched to breaking point, 
and yes. it uiould haue been more 
consumer-minded to giue us both 
these games together for one 
price. But. Ridge Racer Reuolution 
is a superb game uihich is easy to 
play. Those mho finish it milí not 
cast it aside. They 11 play it again 
and striue for better times, mith 
different cars. at different speeds. 

It offers more than Ridge Racer and 
it looks better too. 

GRRPHICS 
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Game supplíed by; 
OTHFÍU Publishing 
Limited 

http:// iiJii.mj.otaku.com/ 


Noiu it really 
starts getting 
tričky 
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ařtermath oF an organisad Firemarks display. díFFuse it 
nom. Dr they’ll be Fínding bits oF you ín the naxt galaxy. 


an explosive device, code-named Cyberia, is ticking. 
and ÍF it gces cFF it milí make hiroshima seem like the 


WARNING. FREQUENT HOSTiLE ACTION AND MULTI-LEVEL CEREBRAL CHALLENGES. 
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!f that Intro dldn't catch your 
eye, 1 don’t know what will! 
Thaťs Chaos’s Victory cry by 
the way. The bald, scythe- 
wlelding psycho topples 
over in mock exhaustion, 
springs back up, faces his 
vanquished opponent and 
does the junior school 
playground spesh with 
thumbs on temples and 
fingers waggiing wildly. 

In speciál controvo-style, 
Tm going to make the claim 
that Chaos is the best beaťem-up character 
ever. Taking nutritional tips from Street 


Fighter IFs Dhalsim, Chaos isn’t just a skinny 
baldy who can breathe fire. He’s capable of 
levitation, spitting out venomous green 
clouds, and cartwheeling across the screen 
faster than Sonic ever managed on the 
dead-and-buried Mega Drive. 

He's nippy, evil and more mánie than any 
Street preacher couid claim to be. Loyal 
readers of PSX-Pro will remember me raving 
on at length obout Duke from the first 
Battle Aréna Toshinden (BAT) in Issue One. 
Without using the obvious term, which 
involves yellow fluid and lofty positions. 
Chaos hammers Duke in every department. 
And he jogs on the spot in a couldn^t give a 
monkey's manner when he loses. 


























bacKground in 
terms of lighting 
effects 


On the character front, Master is a tough nut to 
crack. Possessing the same eerie floating 
quality as the rank little vampire out of Salem’s 
Lot, he’s nimble, has a hideous array of 
projectile attacks, and can handle himself in 
hand-to-hand combat if necessary. 

Master oniy appears when the rest of the 
regular cast has been vanquished. Similarly, 
Uranus - the white winged wonder - is a finál 
guardian, aithough it won’t be long before 
someone who's sat in front of their telly playing 
BAT 2 for days on end, trying out every 
conceivable joypad combination, will háve 
somehow discovered how to control Master and 
Uranus. If that person is you, write in and put us 
all out of our misery. 

Four different gameplay options are open to 
you upon loading. The single-player game, the 
fullbattle, vs human and vs Computer aie all as 
youtí expect, with a random fruit machinesque 
window thrown in for good measure Street 
Fighter Zero-style. By defeating the 10 
‘regulars’ (ie those you can control), in full 
battle, you can then fight Uranus and, 
ultimately. Master. 


So why do a sequel? To 
cash in on a successful and 
pretty damn good originál of 
course. It works in much the 
same way as the movies - 
the same characters turn up 
again, along with a few new 
'uns, the plot wears a little 
thin, and if iťs not as good 
as its predecessor, the big 
names and the reputation of 
the seminal release will 
carry it through. 

All the aforementioned 
accusations can be levelled 
at BAT 2, but BAT is so good 
that a sequel couid never go 
far wrong. Plenty of 
attention has been paid to 
the fighters’ animations, 
there are several subtie 


background goings-on that 
aren’t immediately 
noticeable, and the over- 
importance of the speciál 
move buttons has been 
addressed. They’re still there, 
but they’re easier to block 
and counter - the combo 
master will win every time. 

Aithough Chaos is the 
(hard as a) diamond geezer 
of the piece, Tracy is 
arguably the most 
accomplished fighter. The 
reason for this is that she 
possesses the qualities and 
fighting styles of Street 
Fighter IFs Ryu and Guile, 
yet moves in much the 
same way as Tekkerfs Law. 
As a close-in fighter, she’s as 
hard as they come. 

















Sofia's 
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GnfYlE Battle Rrena Toshínden 2 
GENRE 3 D Beat'em-up 
SOFTUJRRE HOUSE Namco 
FRICE eimport 




So, the Playstation has oniy been with us a 
few short months, and aiready the sequels 
háve started. RIdge Racer Revolution is 
aiso reviewed this issue (see page 12), 
and it won't be long before many more 
releases follow suit. 

One addition to BAT2 is the overdrive 
power bar. Working in the same way 
as the max power bar in Street Fighter 
Zero, pulling off a speciál move when 
iťs 100% full does big time damage on 
your opponent if you connect properly. 

If Namco had waited for a few 
months and polished the detail, added 
further frames of animation and, 
basically, made the gameplay a bit 
more iike Tekken, then BAT2 wouid 
háve eciipsed all the beaťem-ups so 
far seen on the Playstation. 

Iťs uniikely that BAT2 will prove to 
be as iong-lasting a challenge as 
Tekken, and iťs with the benefit of 
hindsight that Tekken can be deciared 
the daddy. Uranus, Chaos, Master and 
co., however, are worthy new 
characters, and the old cast members 
háve been sufficiently polished to make 
BAT2 a better bet than the likes of Criticom, 
Zero Divide and Rise 2. 




Game aupplied by. 
OTHMU Publishing 
Limited 
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http://ujLuuj.otaku.com/ 


Battle Rrena Toetiinden [BRT] 
broke neuj ground ixiith its 3 O spin- 
around multi-uleuj angles. Its 
sequel doe5n't. but in isolation iťs 
euery bit as good as the originál. 
LUhy then am I only giuing it eight 
and a hatf? Because there's 
nothing neiu, and since BRT'e 
release, the competition's got a lot 
better. R feui more characters in 
similar enuironments aren't going 
to persuade BRT ouiners to buy 
this. although people uiithout it 
coutd do ujorse than BRT 2 . 
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‘tioí ádjust your horiiontal l)old. 450 frames of GEX 
; animatioo.CO-quality sound and hand-rendered backgrounds. 


Advance thm different worids like Indiana Jonesville and 
Frank N. Steintown. (Legal weasels require we be vague.) 


its GEZ,your'bug muncliing, 


Tty jumping, tail-whipping & face-stickingto discover 
secretlevels/bonus stages that oniy Irv in Engineering knows about. 


Hungry—Man portlons of pqp-culture 


But its oxir speciál sauce—over 500 


ElectronicGamingMonthly “Editors’ Choice Goid Awarď 
Diehard Gamefan “Character of the Year” 


hilarious one-liners and soiand effects 


Sega Saturn™ 

and the 

Playstation™ 

game console, 


from HBO camedian Dana Gould—that give 


GEX major attitude.so íbi^et about 


good taste. And go vdth the skanky bug 


dU jOlir instead. 


©1995 Ctystal Dynamics. All rights reserved. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All rights reserved. Playstation and the Playstation logo are trademarks of Sony Computer Entertainment Inc.HBO is a registered service mark of Time Warner Entertainment Company, L.P.. 
Distributed by BMG Interactive Entertainment International, a unit of BMG Entertainment. Bedford House, 69-79 Fulham High Street, London SW6 3JW. PIgOSB COntaCt yOUr local BMGÍG 0 ffÍC 6 fOF furthGr dotailS. 
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Over the years, shooťem-ups háve - with a few 
exceptions - appeared and then disappeared 
wlthout trace. But that isn’t to say that this 
particular game genre is a washed-up concept. If 
handled correctly, vertically scrolling shooters 
can be amongst the most rewarding challenges 
youYe ever likely to encounter. 

Ocean's Raiden Project, which is an arcade- 
perfect conversion, is still a truly stunning and 
mind-frying experience, even after all these 
years. 1t hardly pushes bacK 
the boundaries, but it proves 
that quality does indeed hold a 
classic appeal of its own. 

Gunbird, on the other hond, 
has oniy limited appeal. This 
has nothing to do with the 
gameplay or graphics - iťs 
down to the fact that there are 
very few levels to trudge through. This wouldnT 
be a problém if it was possible to progress past 
the stages after some practice, but the thing is, 
you wlll aiways reach a certain point where a life 
will be lost. There’s no escaping it - it will 
happen every time, no matter what tactics you 
use. And all of this Is on the Normál sklil level. 
There are numerous difficulty settings, ranging 
from Monkey to Difficult, but there's no happy 
medium. Iťs either too difficult or too simple. 
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Some 

enemies také 
one hell of a 
pummelling 
before dying 


Ulili be 


Japanese 


Before you begín your quest to blost everything 
in sight, you must choose from one of the six 
moin choracters on offer. Eoch of these differs in 
looks, but when it comes to Individual strengths, 
they’re oll virtuolly identicol. 

No motter who you decide to start with, you’II 
begin with a rother pothetic gun. You must 
collect power-ups to build up the weoporfs 
damoge rating. This will make your task much 
less of a challenge, but is definitely required if 
progress is to be mode. 

The power-ups oniy come in two vorieties - a 
laser, and a bomb which works as a smart 
weapon. The effect your smart bomb has is 
graphically different, depending upon which 
character you are playing as, but the end result 
is aiways the same. 

If you fancy watching a Manga-style movie 
before all of this, you can. But to be honest 1 
couIdnT really work out what was going on other 
than some evil woman and her cronies seemed 
to be robbing some building or other. You see, iťs 
a little difficult to understand the language, 
uniess of course you’re fluent in Japanese. 
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summnRV 
CntYlE Gunbird 
GENRE Shooťem-Up 
SOFTUJRRE HOUSE Psikyo 
PRlCE Elmport 
Initially 1 tríed playing Gunbird on 
the Normál sklil leuel. but this led 
to me aliuays dying at the same 
point of the game. despite the 
unlimited suppty of continues. 
Rttempting to play at fťlonkey and 
Chitd teuels saiu the game 
compteted from beginning to end 
in no time. and the Difficult leuel 
Luas clearly impossible. 
Iťs a shame really, as the mini 
cartoon and the adeguate if 
slightly unimpressiue graphics 
made Gunbird initially promise 
so much more. 
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Gunbird suffers from 
the same flaw as 
most 

scrolling shooťem- 
ups - at some 

stages there’s so much going on, it 
becomes almost impossible to 
keep track of where you are. 
Occaslonally the screen is so 
crammed with enemy gunfire that 
you just don’t háve anywhere to 
go. This is a pointless annoyance 
which can oniy be avoided if you 
Waste a smart bomb. 

You must battle through a 
number of enemy attack waves 
before reaching the inevitable end- 
oMevel guardian. Each boss differs 
in appearance, but they’re much of 
a muchness at the end of the day. 


The outline of a good game is 
plain to see, but it seems there 
has been some slack game testing 
before its release. 

There’s no happy medium 
between the Simple and Normál 
levels, and likewlse between 
Normál and Difficult. 

If iťs a vertically scrolling 
shooťem-up youYe after, maybe it 
wouid be a good idea to stick to 
the aforementioned Raiden 
Project. There's no substitute for 
quality, and unfortunately thaťs 
just what Gunbird lacks. 


















In much the same way that housewives 
buy Hovis bread because, having been 
available for many years it must be of 
excellent quality, so Mickey Mouše is 
currently enjoying his eighth decade of 
unparalleled cartoon fame. 

That the Syd Little of the cartoon 
World shouid háve attained this cell- 
animatory god-Ilke status ís in itself 
inexplicable. That he shouid find further 
popularity within the hi-tech realms of a 
Computer industry teetering on the 
precipice of a new century is almost 
unbelievable. Or maybe not. Mickey 
makes money, after ail. 

One man’s meat is another man’s 
poison, and irrelevant though this phrase 
is, it leads nicely into telling you that 
the PIayStation’s Mickey Mania is the 


SNES’s Mickey Mania. Sources 
confirm that the 32-bit 
machine displays the affair in 
more colour than the SNES 
was oble, but everything else 
is just as the programmers 
Nintendod it to be. 

And it didn’t even stretch 
the SNES. Sure, it looked good 
then, and it looks even better 
now, but the run-and-jump, 
throw-and-run method of 
gameplay, 
backed up 
by a simple 
two-button 
control 
method, is 
stlll here. 



The wild adventure upon which Mickey 
embarks is that of a memory lané nátuře. At 
the outset (in authentic black and white), 

Mickey pits his wits against baddies 
to rescue Steamboat Willie from 
some typically melodramatic 
platform troubles involving 
dangerous, damage-inflicting birds 
and potentially lethal drops. 

Mouse-fact fans will know that 
Steamboat Willie was in fact 
Mickey’s first outing on the big 
screen back in 1928, and 
subsequent levels of the game také 
him back through his life as a 


cartoon 
icon in 

much the same way that Eamon Andrews 
might háve doně, if he wasn’t dead. 

Black and white soon gives way to 
luscious, garish colour, and Steamboat Willie 
makes way for the Mad Doctor and a 
succession of other ‘landmark’ episodes- 
turned-videogame levels. 

Few surprises are in store for anyone who’s 
experienced even an eight-bit plaformer, and 
your oniy two weapons (head jumps and 
thrown marbles) are the ultimate console 
staple - stereotypical of the genulnely 
‘average’ platform game. 



































So, as a 16-bit refugee mlxing it 
with the big bogs, is Mickey 
Mania in big troubíc in these times 
of technological impossibility 
made good? Not necessarily. 

Make a mentol list of your 
favourite games, and ask yourself 
why they’re great. 

Originality is out of the 
window here, and the graphics, 
although undoubtediy very good, 
are not of a quality which wouid 
stick in the mind. But what obout 
the control? Iťs intuitiveiy 
simplistic and complements the 
layout of the levels and the way in 
which the character moves. 

The levels are intelligently 
structured and excellently detailed, 
and in the iater stages of the 
game, difficuit without being 
unduly unfair. Brainwise, there's 
just enough of a puzzle element to 
test your mettle, but not enough 
to melt your matter and stunt the 
fluidity of proceedings. Mickey’s 
Sonic soundbites are infrequent 
and authentic enough to please 
instead of perpiex. 

Looked upon alone, MM is an 
almost flawiess, if dated product, 
which will make few friends 
amongst the technical gurus. 
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sunřiMnnv 
GRIYIE mickey mania 
GENRE Platformer 
SOFTUJRRE HOUSE Peygnosis 
PRICE EM^f.dci 

Canny marketing oř blatant 
rip-offery? Vou decide. But 
Luhateuer the aneiuer, the fact 
remains that for alt its ancient 
origins, mickey mania is a good 
game to play. more moues, better 
sounds, or indeed a uihole neui 
game programmed uiith the 
Playstation in mind uiould tikety 
haue pushed the score higher. But 
Lue speak as uie find on PSH-Pro, 
and uihat uie find is a high quality 
effort that is lacking onty in 
depth and originality. 
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opponent. uisit 
for him to crash into a Computer 
car. then breeze beneath the 
airborne uehicles 


Way back in Issue One, in the heady 
days when we were known as 
SonyPro, the fírst ever game we 
reviewed was Destruction Derby. It 
was Game of the Month, and the 
review began, Without o shadow of a 
doubt, Destruction Derby is the most 
instant roce game to appeor on the 
PiayStation. Need for Speed whips 
that title away from Psygnosis’s bump 
‘n’ crash fest, and íf it wasn’t for the 
latě arrival of Shelishock, wouid háve 
been the second racer to claim 
PSX-Pro’s ultimate review accolade. 

Tearing away with a blistering intro 
sequence, Need for Speed is a game 
for car buffs and gamers alike. Ardent 
viewers of BBC2’s Top Gear will 
appreciate the FMV sequences, which 
show off each car’s capabilities and 
technical specifications. Gamers, on 
the other hond will enjoy the easy 
control systém and simpllstic 
gameplay - which, in the context of a 
breakneck speed race game, is 
definitely a good thing. 

Need for Speed brings back 
memorles of classic Super Nintendo 
race game. Top Gear, and the Amlga’s 
finest race Circuit hour, Lotus 2. 






































In no way does Need for Speed compete with Ridge Racer 
or Destruction Derby in terms of next generation graphics. 
But the gameplay gives them both a roce for the laurel 
wreath and chompogne. Therďs a horizontál split-screen 
two-piayer option for starters, something which both the 
aforementioned top-seliing titles overlooked. 

The cars featured are reál, insomuch as they’re modelled 
on the actuai blueprints of the wicked Lamborghini Diablo, 
the posh Porsche 911, and the little red Chevrolet Corvette 
to mention just three of the eight performance motors 
available. Road & Track, respected for its knowledge and 
expertise, supplied ali the relevant data. 

Ěach vehicie handies slightly differently to the others. 
They iook sufficientiy accurate, and ail háve their own 
unique acceieration and top speeds. An added bonus 
comes in the shape of the Warrior, a fictitious car of 
Canadian deveioper Pioneer, which oniy appears when 
you beat the Computer opponents twice. 

My personál favourite is the Dodge Viper - not because 
everyone calis me Untrustworthy Snake, but because it 
proper hammers down the straights and takés corners 
better than Ryan Giggs. 
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Certain straightish city courses 
háve to be shared with cMlian 
drivers - again a top ideo. They 
drive along so siowly thot when 
they oppear in front of you, 
youVe oniy got o spiit-second to 
reoct and swerve out of the way. 
Iťs a good ideo to beor in mind 
that Americons drive on the right, 
so stay in the right-hand iane as 
much as you can - iťs easier to 
swerve out and nip past a 
dawdler in your Iane than miss a 
slow, oncoming vehicle. 

AII the incidental cars are 
modelled on those owned by 
members of Need for Speeďs 


I lili lili MM LRMBORCHINI OIRBLO UT 

Horsepoujer — »4«i2bhp 
o-too — '*."7 seconds 
Top speed — zozmph 
Lateral acceleration — o.87g 
Price — $252.000 


Four viewing angles give the driver enough 
scope for enjoyment, whatever your 
preference. The in-car option is only 

available in single-player 
mode, however, as the 
dashboard and steering 
wheel také up around half 
the screen. The other three 
are the same as those seen 
in Ridge Racer - bonnet, 
windscreen and heli-cam. 

In an old and crowded 
genre, iťs often difficult to come up with 
new ideas that add to the excitement, 
rather than three-minute-hero gimmicks 
that wear off after the first go. Need for 
Speed has the bottle to introduce one or 
two new and worthwhile features that, 
surprisingly, no roce game to my 
knowledge has so far attempted. 

To get a flier at the starting light, for 
example, there’s no use in just revving for 
Britain. Your car must be thrown into first 
gear before it goes anywhere - this applies 
to automatic transmission too - so the 
driver at the grid needs to rely on 
co-ordination, skill and timing rather than 
just setting off safe in the knowledge that 
his car has the best acceleration/top 
speed/handling capability. 
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Each Circuit is split into stages. This is a great idea, 
as it means you can hurtle around any of two - 
sometimes three - regions set within seven large 
courses. This basically makes some of the stages 
long, straight foot-down fests with the minimum of 
twists and turns, whereas other sections provide a 
much sterner test of your all-round driving ability. 

AII seven tracks are based on reál locations and 
range from dust-encrusted Las Vegas streets 
through freezing Alpine forests to warmer ocean- 
side stretches. AII the circuits can be played with a 
morning, noon or night time backdrop too. 

AIthough this feature is by no means essential, it 
adds variety and, like real-Iife driving, somehow 

makes the roads feel 
different when you’re 
bombing along. 

The best originál 
game feature, however, 
has to be the action 
replay. Each and every 
race, whether it be 
against the clock, the 
Computer or a human 
opponent, can be 
replayed in full and 
viewed from any of the 
four camera angles. 
There are fast forward, 
pause and rewind 
Controls, and best of all, 
a great edited 
highiights facility. 


THE DODGE UlPER 
HorsepoLuer — Moobhp 
o-bo — M.o seconds 
Top speed — ibompl-i 
Lateral acceleration — o.«)bg 
Price — $5ci.ooo 




Canadian development team. 
This proves one of two things - 
either they get paid a bundle or 
cars are much cheaper in 
Canada. 1 spotted a pink Cadiliac 
and a top-of-the-range Land 
Rover-style thang on my travels. 

A good tactic in the urban 
areas is to slipstream your 
opponent until he unwittingly 
crashes into the back of an 
innocent commuter. The two 
cars in front fly into the air, 
looking like helpless Matchbox 
00-scale toys, thus clearing a 
routě for you to power through, 
like a cocky stuntman. 


Tričky dark forest 
stretch alert! Rree. 
Too latě 

%• ^ • y 
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GRIHIE Need for Spoed 
GENRE Rocing 
SOFTUJRRE HOUSE Electronic Rrts 
PRICE Emm.cii 

For a Uttle-hyped title and a PC 
conuersion — albeit an enhanced 
one — Need for Speed is a gem. 
Electronic Rrts has released a ton 
of softuiare on the Playstation 
already. and this is the best so far. 
The split-screen and link options 
alloLu op to four players, and the 
single-player races are set at just 
the right difficulty leuel. The FIYIU 
car profiles are an added bonus, 
as the tracks hauen't been 
skimped on. R little eyetra polish 
and it ujould haue scored higher. 
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You’re hurtling through an impossibly narrow 
tunnel at breakneck speed, details merging into 
nothing more than a blurred line as you burst into 
o spacious chamber. Banking left, you steer your 
craft towards one of three identical doors, firing 
rapidly as you quickly approach the formidable 
Steel portál. Then, at the very last second, your 
cannon finds its mark. Sparks fly, the dooř rumbles 
open in a shower of gold, and your ship slips 
through. Too latě you recognise the passage as a 
dead end, and valuable seconds are 
wasted as you wait in screaming 
frustration for the dooř to reopen. 

Left again, more laser fire - accurate 
this time - and another open dooř. 
Concentrating hard against the backdrop 
of wailing sirens and failing light, your 
eyes become slits and you forget to 
breathe. Where is itl? A right turn and your 
ship tilts 90 degrees forward and plunges 
into a vertical mine shaft. Adrenaline 
floods your systém as you twist and turn 
through the finál passage with the goal 
now plainiy in sight. The laser whistles 
and a gap appears - the sky is visible. 

A short passage, then you’re streaking 
straight up into the alien sky as the 
installation explodes in your wake. 
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So now you 
know what a 
Descent escape 
ís qII obout. 

You need to find 
o routě out of 
the vorious 

installotions, of which there are 30, and if you 
play your cards right and také notice of your 
surroundíngs, it shouid prove to be the least 
involving part of the game. Thaťs how frantic 
Descent is. 

The installotions in question are huge 
underground mining complexes on the planet 


Pluto. They 
háve been 
taken over by 
the inevitable 
alien roce and 
must be 

destroyed along 
with the alien life forms inhabiting and 
working them. It seems a little harsh to 
deprive an alien roce of what may very well 
rightfully be theirs - and wipe them out into 
the bargain - but Descent is much less an 
exercise in diplomacy than the ultimate test of 
reactions and nerve. 


< 

N 

rn 




















Descent, put simply, is Doom in a spaceship. The 
hostile creatures of Doom are replaced by dozens of 
patrolling craft, eoch one armed to the teeth and 
computer-piloted to varying degrees of intellígence. 

The playing víew is from inside the cockpít - you 
areďt offered a choice and neither can you piek 
your craft, but thaťs the extent of your limitations. 

Since you háve to destroy the mineš - one of 
which comprises a level - locating the reactor is of 
primary importance. Once blasted you are afforded 
just a few measly seconds to find the exit and do 
one through it. However, locating it is far from easy, 
and hordes of aliens lie around every corner. 

At the outset you háve an as-good-as-uniimited 
laser cannon and a handful of seml-self-targeting 
missiles at your disposal. In a first for the 
Playstation, they’re fired using two of the L and R 
buttons on the joypad. 

Iťs the main J-pad facia which will concern you 
the most though, 
because you'II find 
the ability to shoot 
at speed through 
labyrinthine 
tunnels is equally 
as Important as 
any amount of 
aceurate 
marksmanship. 


Í As missions are completed, the 
twisty tunnels become 
increasingly more devious. But 
difficulty Is cranked to the max 
mainiy by the harshness of the 
enemies. By level six or seven 
you’II be encountering the 
unforgiving green Grabber 

Robots, and they'II 
háve all but the 
most unbelievably 
skilful cursing 
away llke Roy 
‘Chubby’ Brown 
with Tourette’s 
Syndrome. 

The in-game 
music is largely 
understated, 
twanging away In 


the background at roughiy the 
same pitch as the graphlcally 
generated atmosphere. Genuine 
heart-stopping moments - those 
most unusual of videogame feats 
- are provided on the occasions ■ 
you edge your ship nervously 
around an uncharted corner to be 
met head-on by an alien vessel 
doing the samel 
Extra weapons, upgrades and 
life power are scattered randomly 
throughout the mineš, but the 
all-important keycards - your 
ticket to more sinister parts of the 
complex - are fiercely guarded 
by a fleet of aliens. Savé games 
are definitely a must in what is I 
surely one of the toughest [ 

shooters for the Playstation. \] 


Hordes of 


enemy 
ships ere 
constontly 
Corning 
after you 
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There’s a lot of 
running aiuay 
from es-eplosioris 
to be dome 




Claims of three dimensions are 
commonplace, but Descent is a true 3D 
experlence. The main joypad Controls fulfil 
the role of pointing you up, down, left, right 
and onywhere in between, while backward 
and forward thrust, and left and right strafe 
(horizontál direcMine movement limited 
oniy by scenery), are achieved via the 
symbol buttons. 

The remaining L and R buttons bank your 
craft to either side and will, if you wish, 
send you into a 360-degree roli. Oh yes - 
the movement of your ship In Descent is 
limited onIy by your own hamfistedness. 

This ultra-manoeuvrabiiity is nothing 
short of essential for survival - each darkly 
atmospheric corridor is potentially fatal. 
Doors open on doors, which open on doors, 
which lead to corridors, which open on 

massive echo-filled chambers, and the 
chances are you’11 be hopelessiy lost 
within minutes. No worry - there's a 
map. Iťs certainiy not comprehensive, 
but it shouid at least see you in the 
right direction. As much time is spent 
flying upwords and downwards as 
zipping forwards, and the skill with 
which the levels háve been designed 
is “ literally - dizzying. 


surťirYinRV 

GFIfYlE Descent 
GENRE Shooťem-up 
SOFTUJRRE HOUSE Interplay 
PRICE E3 «i.ci«i 

BriUiantly deuísed and e»ceUently 
designed, Descent takés the Doom 
skeleton and tioists it into 
something lohich is almost more. 
lt'e totatly frantic Luithout being 
thoughtless. but iťs a shame 
there's no choice of craft to fly. 
R game so large might haue 
offered a greater uariation in 
scenery to further increase 
tongeuity, but on the ixihole, 
Descent is e»actly Luhat a 
uideogame shouid be — botd, 
brash, loud and fun. 
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‘Surrear is a word that sums up the first volume of the 
Namco Museum quite nicely. Join Pacman as he goes for a 
wander around a Virtual reality collection of some of the 
crowning moments in videogame history. Look at exhibits 
and memorabilia, read up on the background of some of 
the most famous arcade games of all time, and even get to 
piay perfect re-creations of seven of the games that 
shaped the way things are today. 

The tour is a bit of a novelty to be honest. Iťs just a nice 
way of presenting arcade classics such as Poie Position, 
Galaga and the legendary Pacman in a suitably next 
generation fashion. You’il probably use the option a couple 
of times and then simply load up the games via a handy 
shortcut menu screen which gives you instant access to ali 
the important things this has to offer. 



If you spent 
a iot of your 
youth in 
seedy, 
darkened 
arcades, you'll 
be well away 
with most of 
these games. 

If you were old 
enough to 

choose where to spend your pocket money 10 years ago, 
chances are you’ll háve played at least a couple of these 
aiready. And even if you haven’t, none of them are 
particuiarly complicated anyway. 
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CFILRGFl: Brought 
the Office to a 
standstill for 
seueral days 
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This is what gameplay is all about. None of these classic games rely on 
onything but the thrill of beoting your best score or the chonce of 
getting one stoge further thon you hově before. There are no complex 
plots with a hundred sub-plots cunningly woven in, and there are no 
ridiculous control methods that také longer to master than it takés to 

complete the game. For 
instance, 1 spent a good hour 
continually racing around the 
same track in Pole Position 
trying to improve my best 
Ume by no more than a 
hundredth of a second. The 
Controls are simply the X 
button to accelerate and left 
and right to steer, but the 
game presents such a 
challenge that even though 
there’s oniy one reasonably 
straightforward track, you 
never seem to Ure of it. 1 can’t 
think of a modem example of 
a game that hasn’t seen me 
bored after retreading the 
same ground more than a 
couple of times, and that has 
a iot to say obout what 
Namco Museum has to offer. 
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good uariation 


TOVPOP: 

n . 


:íiedit oo 


Even if you dorft go all misty-eyed at the mere thought of 
some of the games mentioned earlier, that doesrft mean 
that Namco Museum (Volume 1) isn’t for you. In all honesty, 
the oniy games Id played before were Pole Position and, of 
course, Pacman, but that didrft spoii my enjoyment of the 
others one bit. 

To give you an idea of the simplicity of all the games 
involved, 1 was playing the import version (complete with 
Japanese manual) of seven games Td hardly even heard of, 
let alone played, but 1 couid still jump straight in at the 
deep end with each and every one of them and feel 
instantly at home. 

If you fancy finding out what old-fashioned gameplay 
was all about, 

Namco’s 
‘Museum’ series 
couid well be 
the answer. 
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The full list of 


games 
included in 
Volume 1 
(there are 
more to come 
soon) is 

Bosconian, Toypop, Rally X, New 
Rally X, Pole Position, Pacman 
and Galaga. They’re all pretty 
dated now, but the hours of play 
that you will get from each game 
means that you can easily justífy 
the expenditure. 

Galaga has virtually brought the 
Office to a standstill over the last 
couple of days, with crowds of 
‘Galaga Kings’ desperate to show 
off their talents to an eager 
audience. I don’t mind admitting 
that Tm rubbish at the game 
myself - my best score is just 


under 20 thousand. Tm a little too 
ušed to the joys of auto-fire to 
ever get ušed to the ‘one press, 
one shoť type of gameplay, but 
strangely I still found myself 
enjoying it. 

This is where these games score 
highiy. They are so simple in 
concept that you don't háve to 
spend countless hours playing to 
get anything out of them. And 
they are so filled with gameplay 
and other addictive qualities that 
you will quite simply be unable to 
put the joypad down. 


If 1 had to piek a weak spot in Namco 
Museum Volume 1 then it wouid hově 
to be Rally X, and unfortunately there 
are two versions of it 
on the disc. The 
game involves ; 
racing around a sort 
of maze in a race car 
collecting enough 
flags (usually 10) to i 
allow you to 
progress onto the 
next stage. 

There's nothing 
fundamentally 
wrong with this, 
certainiy not in 
comparison with the : 
other games on here, but I didn’t feel 
the desire for another go to try and 
beat my previous best score. 

My favourites (and this will 
doubtiessiy differ from player to 
player) are Pole Position (mainiy for 
its nostalgie value), and Bosconian 
(for its frenetic style of gameplay). For 
many people, sentimental value will 
be a good enough reason to buy this 
collection, and for the others, their 
curiosity shouid be strong enough to 
make them want to check it out. 

You’ll be playing Namco 
Museum Vol.l for a lot longer than 
many of the flashy next gen 
import offerings available. 


sumnnnRV 

CRfIflE Namco TYluseum Uolume i 
GENRE Nostalgia Compílatíon 
SOFTUJRRE HOUSE Namco 
FRICE eimport 

Namco lYluseum Uolume i offers 
eKcellent ualue for money. The 
seuen games on here uiill giue 
you many more hours of play 
than the uasi majority of neui 
reteases that hit the shelues 
these days. lYlany uiitt be put off 
initiatly by the dated took of the 
actuat games themselues 
(atthough the museum 
sequences are quite impressiue], 
but it's the gameplay that has 
stood up to the test of time 
remarkably uietl. Rotí on Uolume 2 . 
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No sooner was the review of Namco 
Museum written and laid out than a 
similar package of orlental persuasion 
arrived in the Office. Namco appears 
delighted with íts re-release stratégy, 
and no-one here at PSX-Pro is offering 
odds against the arrival of one or two 
more of these sterling efforts before the 
winter’s out. 

Grobda is a 2D (what else?) tank 
game, which, in the finest tradition of 
such arcade oldies, offers a two-player 
‘do-zies’ mode (ie taking turns). 


Placed on a near- 
featureless fiat plain with 
a varying number of 
enemy tanks, you háve 
at your disposal limited 
shield power and a gun 
with which to wipe them 
out before they do the 
same to you. 

It doesn’t také long 
before you become 
hopelessiy hooked by the tiny levels 
and ever-increasing challenge. And iťs 
equal fun for one or two. 
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This is where it begins to go 
pear-shaped. Despite on 
ambiguous claim from the 
accompanying press release 
hailing Dragon Buster as the 
father of all RPGs, it seems more 
likely that the relationship wouid 
be that of a dribbling, senile 
grandma. If this effort did indeed 
také up floor space in the 
arcades of yesteryear, then 
respect is certainiy due to 
Namco - as far as gaming time 
for your money goes, youd get a 


good two shillings-worth from 
DB. Unfortunately, thaťs where 
the value ends. 

Iťs more a platform game than 
an RPG, with the 
addition of magie 
spells with which to 
combat the inevitable 
flat-looking ranksters. 

You aiso wield a 
standard sword. Age- 
related bias aside, it is 
extremely repetitive, 
utterly duli and almost 
totally without merit. 
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Another effort that us 
PSX-Pro youngsters fail 
to remember from the 
arcades, Gaplus is a 
frenzied shooťem-up in 
the Galaga mould. The puny ship 
you begin with is manoeuvrable 
both horizontally and vertically, 
and the sereen itself contains a 
scrolling starfield of sorts. Iťs 
designed to give the impression of 
warp speed travel, but in actual 
fact it does no such thing. 

The enemies také the shape of 
mutant insects, which swirl 
around on sereen threatening you 
with their pseudo-intelligent flight 
patterns before settling into a 
standard space invaders 
formation. Upgrades come in the 
form of enemy craft which, during 
speciál capture modes, can be 
lured into a funnel-like appendage 
and bolted onto your ship. 

These alien traitors inerease 
your fire-power and remain 
effective until they’re hit. Get three 
or four at once and your points 
tally will rocket. 

An overeasy, afterthought bonus 
stage inereases your score further, 
and you’II certainiy need it. Long 
before the bonus ship arrives 
(50,000pts), Gaplus adopts an 
j extremely sinister difficulty level. 
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Loved by Steve and loathed by the 
rest of US, the Mappy in question 
is that most common of creatures, 
a police mouše. Oh yes, and as a 
police mouše he must of course 
thwart the dastardly cat burgiars 
(who, in a hilarious play on words, 
are of feline descent) intent on 
stealing the treasures from a 
number of houses. 

These buildings comprise the 
levels of the game - full-screen, 
non-scrolling multi-level affairs - 
and the cats are foiled by Mappy’s 
implementation of his door- 
swinging skills. Within each level 
lies a trampoline of sorts, allowing 
you to gain access to the higher 
levels. And, by closing all the 
doors in the faces of the cats, 
whilst picking up the scattered 
bonuses, the game progresses. In 


Er, you 

should probobly I 
ignore this 





Cutie-Q is one of scores of ondent 
gomes the titles of which are an 
obsolute mystery to everyone. It 
is, in short, a crude and simplistic 
mixture of pinball and Breakout. 

A couple of simultaneously 
controlled Pong-like ‘bats’ replace 
the flippers, and the square balí, 
when released, can be guided into 
the blocks which sit proudly at 
either side of the centrál channel. 

Individual blocks disappear on 
impact with the balí, and the non- 
sphere speeds up as your 
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ever-diminishing target becomes 
Increasingly difficult to hit. 

Extra points are gleaned by 
bopping the inexpiicable ghosts 
that appear in the centrál channel 
and, occasionally, elsewhere on 
the table. 

It doesn’t také a rocket scientist 
to Work out what the combination 
of two super-addictive gameplay 
styles does for the longevity of this 
quirkily excellent product. 


The oniy game in the collection 
which is remembered by the 
PSX-Pro team aiso happens to be 
the piek of the crop. Xevious puts 
you in the hotseat of a 
stereotypical spaceship and pits 
you against a constant and 
unrelenting two-pronged attack. 
Quick-moving, spinning flying 
saucers are the threat from the air, 
and despite their total lack of 
firepower they can quite easily 
také you out in a direct collision. 

Meanwhile, on the ground, 
trouble looms in the form of slow- 
moving vehicles and ground 
installations, all of which are 
intent on blasting you from the 
sky. As with 
Gaplus, the 
ship can be 
thrust both 
horizontally 
and vertically. 
Loads of levels 
combine with 
the excellent 
gameplay to 
make this 
unashamedly 
dated blaster a 
true classic. 


sunnmnRv 

GnfYlE Namco fUlusaum Uol 2 
GENRE Nostalgia Compilatíon 
SOFTUJRRE HOUSE Namco 
FRICE E3 «i.*i«i 

Tujo-player options are aluiays a 
bonus, and the duál actlon is 
plentiful here. Ves, the sound is 
poor and the graphics are just one 
stop short of aujful, but that isn t 
ijjhat this is atl about. 
Houjeuer, containing one tess 
game than Uolume 1, and tujo 
games uihich are douinright poor, 
this product is of guestionabte 
uatue. and uiill proue to be money 
Luell spent only to absotute 
nostalgia freaks Luho already OLun 
the other collection. 
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“Actua Soccer is the most 
playable and realistic footy release 
on the Playstation - and therefore 
the best:. makes iťs 32 bit peers 
look amateuň^h and 

iili l) 


“Move over Striker ’96, fareweli 
FIFA, Actua Soccer is simply the 
best Playstation footy - /^i% 

gafřli^ /líMl 

Hl ;ii“ ;ST AWARD Kfi [t f/ 


“This is a perfect blend of superb 
graphics and involving gameplay. 
Technically excellent and decidedly 
playable. Actua Soccer 
delivers the lot” /1IL [ I i 

O/FJCIAL PLA > - W fl 11 

M^AZINF \4§^ 

“The greatest Playstation football 
game to dáte...” 

PLAYSTATl^ 


■ Revolutionaiy football action 

sim ■ Realtime motion captured I 

International footballers ■ Fuli commentary^^^^^ ^^^^ j 
by footbalis' favourite uARR''DAVIES! ■ Like 
watching football on TV oniy you control the players 
and the game! ■ 44 teams ■ Editable tactics ■ Cups, 
tournaments and leagues ■ ..eal atmosphere ■ Reál 
immersive ■ í , 


Featuríng the unique talents of Bány 
Davies, Total interactive commentary 
from the U.K.^s no.1 voice of football 

Reál motion, captured from 
International footballers and 
ušed in the game i- 


Featuríng Q É il Pff i fei iÉ CD-ROn 

there^s nothing Virtual about 


Gremlin 


Playstation 


© 1995 Gremlin Interactive Limited. All rights reserved. Gremlin Interactive Limited, Carver House, 2-4 Carver Street, Sheffield S1 4FS, England. Tel: (0114) 275 3423. 

” and “Playstation” are trademarks of Sony Computer Entertainment lne. 












1 shouid point out right from the off that 1 was off work on 
holidoy when Toto! NBA ’96 was in for review. As o result 1 
haven’t even seen Sony’s basketball effort, hence the need 
to draft in Paul in for the comparison box found elsewhere 
within this review. 1 therefore cannot really comment on the 
merits of one game above the other. 

The one Playstation basketball game 1 háve played 
previously, námely NBA Jam Tournament Edition, is 
nothing like In the Zone, so it wouid be 
unfair to make a comparison there either. 


As 1 settled down to play In the Zone and other 
members of the PSX-Pro team peered over my 
shoulder/joined in for a two-player game, the comment 
that kept cropping up was that this was something of a 
cross between NBA Jam and Total NBA. From what 1 can 
gather, In the Zone isn't as in-depth a simulation as Sony’s 
effort, and 1 know for a fact iťs more realistic than 
Acclaim’s thang. 
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There ere plenty of stats 
throLun in for good 
I measure 
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B NBA In the Zone has some very impressive qualities to 
boast about before you even think obout the gameplay, 
For instance, all the players from the NBA háve been 
modelled on their real-life counterparts. As well as 
having their own faciai textuře mops to give them 
distinguishable features (amazing enough in 
itseiO, they aiso háve the same height and 
build, and even wear the same clothes - if ÉjlI^B 
he wears a knee support in reai life iťs in 
there, as are glasses and dyed hair a ia 
Oennis Rodman. 

Admittediy this wiil excite true NBA 
die-hards more than your casual ‘Sunday 
afternoon' player, but even they shouid give an appreciative 
nod towards the programmers for their efforts. 

I can’t say for certain, but judging from the realistic jHMa 

movement of the piayers, Id say that the increasingiy IID A 

popular motion-capture techniques háve been ušed once nDri 
again. This, coupied with the players' individual 
characteristics, goes some way to making In the Zone one of 
the most realistic sports games I’ve ever seen. 
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This is one of the best PSX gam( 
played yet. Surprísingly good ín 
player mode and unbelievably 
tensG at times in two, IVe 
rarely come across a sports 
game thaťs as complete as this 
in terms of player appeal. The 
one-píayer mode normally lets 
games of this type down, but 1 
still haven’t tired of playing 
NBA In the Zone on my own. 

The basketball market seems 
to be a little overcrowded at 
the moment, with three top- 
quality titles battling it out for 
supremacy. But, and 1 never 
thought Id hear myself say 
this, there seems to be a čase 
for owning all three. NBA Jam 
is straight-up, two-on-two 
arcade action, Total NBA ’96 is 
a serious basketball simulation, 
and NBA In the Zone nestles 
neatly in between the two, 
offering arcade-style gameplay 
in a full five-on-five situation. 

1 háve no hesitation in 
recommending this to 
everyone, even those whoVe 
aiready spent nearly a hundred 
quid on this type of game. In 
its specific aréna iťs difficult to 
see how In the Zone can be bettered. 
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TEAM RESULT OOMPARISON 


ORLANDO 

MARIC 
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13/18 

8/2 

8/8 
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NBA Jam; TE proved itself when 
the Playstation was just a glint in 
Sony’s corporate eye, and Total 
NBA, with its more simulation-like 
way of approaching the subject, 
showed there was room in the 
market for another effort. It wouid 
therefore be easy to dismiss this 
latest offering out of hand on the 
assumption that you probably 
couldrft do any better. 

Thaťs right, you probably 
couldn’t, but once again we’re 
provided with a basketball game 
which manages to bring us the 
sport in its own sweet way. NBA 
In The Zone is not as frantic as 
NBA Jam, and not as pretty as 
Total NBA. But what it does do is 
combine the styles of both and 
mouid them into a game which is 
as easy to play as it is to watch. 
Basketball fans háve a reál 
dilemma on their hands, thanks to 
another great version of the sport. 
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IN MY EXPERIENCE... 

It seems odd that an American 
sport which has never quite 
managed to captivate us Brits 
shouid prove so popular as a 
videogame. But even taking this 
into account, three Playstation 
offerings in just a few short 
months wouid appear a tad 
excessive. Or maybe not... 


statistics 
for you to 
poruše at 
your 
leisure 


summRRV 
GRItlE NBR In tlie Zone 
CENRE Besketball Sim 
SBFTUIRRE HOUSE Konanni 
FRICE E3 ^.«i«i 

lYlany people luíU dismiss NBR In 
Itie Zone thinking that it coijldn't 
possihly match those similar 
games luhich haue gone hefore. 
But incredibly it does so easity, 
and shouid be giuen serious 
consideration by anyone looking 
for a decent basketball game. 
Easy to gel to grips uiitb but 
difficult to master, this'lt giue you 
hours of ptay in eitber one or tujo- 
player mode — something ixibicb 
most sports games fail to offer, 
especially to the single player. 
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Home 
SLueet 
home. H 
must řor 
success 
in TYlagíc 
Carpet 


The braíns at BuIIfrog háve been 
working hard over the past year 
or so to develop ground-breaking 
projects such as Theme Park and 
Syndicate on numerous formats. 
And after the critically acciaimed 
release of Magie Carpet on the 
PC, this monster shootíng 
stratégy fest has made it to 
Sony’s Playstation. 



You are a powerful wizard who, 
as the title suggests, hammers 
around on a magie carpet in a 
battle against seven other 
wizards in a fight to také over the 
World. Along the way you are 
guaranteed to hit severe 
opposition from numerous 
creatures. Some slither around on 
the ground, while others fly 
obout in a bid to end your quest 
for World domination. 

To carry out your plans you 
must eollect spells and build your 
powers to the max. While the 
spells don’t need to be ušed 
constantly, they certainiy help 
you out of some tričky situations. 

To successfully také control of a 
specific area of the worid you 
must collect magical energy 
called manna, and store it within 
the confines of your fortress - 
which needs to be built - so it is 
protected from enemy threat. 
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Rs a 
resuH oř 
the foggy 
horizon. 
Iheres 
riot too 
much 
‘scenery 
building' 


For the Playstation release, BuIIfrog has 
mode a few ímprovements to the originál 
PC version. The extra 25 levels which 
were available as a data disk are all here, 
bringing the grand total up to a mind- 
blowing 75. 

There’s aiso an enhanced control 
method which allows you to change your 
spells at any time without having to 
switch away from the action. On top of 
this there’s a new spell in the form of a 
Homing Meteor. 

Graphically, there are a 
few Ímprovements from the 
PC version. The skyline is 
more colourful, but it still 
looks like iťs foggy to me, 
and objects come into view 
a little quicker. 

Enemies must be blasted 
to release the manna before 
it can be transformed to your 
colour. Your air balloon will 
then be able to piek it up. 

The game as a whole will 
také a little time to adapt to, 
but with a little patience all 
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The control pad is ušed to the max. Every button is needed at some 
stage or other, either to bring up and scrol! through spěli options, change 
direction, strafe wildly to ovoid being shot, or most importantly to cost 
the corresponding spěli. Phewl This is tričky for o little while but soon 
you’ll be whizzing around like o true pro. 
Sometimes, however, you'll find there’s so 
much going on that it becomes almost 
impossible to do exoctly what you wish. 

As is the norm, the opposition does 
become more intense as the levels progress, 
and strategies will háve to be revised to cope 
with the added threat. 

People without a memory card will find life 
a little difficult due to the lack of a password 
option, but flush gamers will be oble to savé 
their progress. This is essential, as some stages 
will také upwards of half an hour to complete. 
Others won’t scrape the 10-minute mark, but 
having to plough through the same stages 
again if you fancy playing Magie Carpet 
another day does become tiresome. 


At the end of the day, Magie Carpet is one for the 
. stratégy fans. There are plenty of things which need to 
be doně, from erecting a fortress and blasting enemies 
away, to collecting enough manna to claim the area as 
your own and rebuilding your castle after an attack. 

To keep track of where you are exactly, you can bring 
up a map which highiights enemies, fortresses and your 
air balloon. This comes in pretty hondy, as it can become 
confusing flying around the landscapes wondering where 
exactly you’re supposed to be heading. There’s aiso a 
tiny section of this map shown whiie you are in full 
flight. This lessens the confusion a little. 

It will come as no surprise to learn that Magie Carpet 
has its fair share of impressive features - including the 
spells, which you will watch in awe. The most impressive 
I of these is the castle-building option - you throw a rock 

to the ground and 
voila, instant tower. 
Another is the 
volcano, which can 
scupper an army’s 
entire battle pian. 


summnRv 

CRIVIE lYlaQic Carpet 
GENRE Shoot'em-up/Strategy 
SOFTlilRRE HOUSE BuUfrog 
PRlCE E'4-t.ci^ 

I must confess that atthough this 
uersion of lYlagic Carpet is a uast 
improuement on the PC effort, it 
just doesn't float my boat. 
It looks and plays ixiell enough. 
but is just a littte too samey and 
uneuentfut for me. Tm sure there 
Luitl be many peopte out there luho 
Luitl tooh forujard to the prospect 
of ptodding through leuel after 
leuet of landscapes, but those 
Luho prefer to ptay games in short 
dabbles Luitl probably uiant to 
giue this a miss. 
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ALIEN TRILOGY 

36.99 


' OFF WORLD INTERCEPTOR 34.99 

3DLEMMINGS .34.99 PANZER GENERAL .33.99 

ACTUA GOLF .39.99 PGA TOUR GOLF 96 .34.99 

ACTUASOCCER .39.99 PHILOSOMO .37.99 

AIRCOMBAT .37.99 PSYCHIC DETECTIVE .36.99 

ALIEN TRILOGY .36.99 RAW PURSUIT .37.99 

ASSAULTRIGS .37.99 RAYMAN .37.99 

BATTLE ARÉNA TOSHINDEN 32.99 REVOLUTION X .36.99 

CHESSMASTER 3D .33.99 RIDGE RACER .39.99 

CRITICOM .37.99 RISE 2 - RESURRECTION ...36.99 

CYBER SLED .37.99 ROAD RASH.34.99 

Q 36.99 SHOCKWAVE ASSAULT ...34.99 

DAFÍiÓuŠ GÁÍDEŇ .36.99 SIM CITY 2000 TBA 

DEADLY SKIES.37.99 STARBLADE ALPHA .37.99 

DEFCON 5 39.99 STREETFIGHTER ALPHA ...37.99 

DESTRUCTION DERBY .39.99 STRIKER 96 .35.99 

DISCWORLD .37.99 SYNDICATE WARS.TBA 

DOOM .35.99 TEKKEN .42.99 

EXTREME SPORTS .39.99 THEME PARK .33.99 

FIFASOCCER96 .34.49 THUNDERHAWK 2 39.99 

GEX.38.99 TILT.32.99 

GUNŠHIP2000 .32.99 TOTAL NBA (BASKETBALL) 38.99 

HlOCTANE .37.99 TWISTED METAL .37.99 

JOHNMADDEN96 .34.99 VIEWPOINT .34.99 

JOHNNY BAZOOKATONE ...33.99 WARHAWK .39.99 

JUMPING FLASH .39.99 WING COMMANDER 3 .36.99 

KILEAK THE BLOOD .32.99 WIPE OUT .39.99 

KRAZY IVAN.37.99 WORLD CUP GOLF .33.99 

LOADED .39.99 WORMS .34.99 

LONESOLDIER .34.99 X-COM ENEMY UNKNOWN 29.99 


ALL OUR PLAYSTATION DEALS INClUDE ONE CONTROLLER, PLAYABLE DEWO CD AND 

£ 40 * worth of extras with 

rlCEE OUR SONY PLAYSTATION DEALS 


PLAYSTATION ♦ LINK BUNDLE ...299.99 PLAYSTATWM ♦ SMART BUNDLE 299.99 

^ ✓ FREE EXTRA CONTROUER ✓ FREE SMART CARD 

worth £29.99 worth £29.99 

✓ FREE SCART LEAD SCART LEAD 

worth £9.99 WAMTlřl worth £9.99 
✓ FREE LINK CABLE 
worth £29.99 


HEAVY diKovnts HUGE rongc 

lOam to 8pm {5pm Sun) 

01279 600204 

Fox 0)279 726842 
(«• II fox b<Kk lo confirm) 

Colour Club Magoxine 

Mflt regulorly to memberi 
Great prtxes lo be won 


No obllgalion to buy - No lower age limit 
Thousonds of dlscounted games and peripherals, many at 

UNDER HALF FRICE or BELOW TRADE FRICE 



NFL QUARTERBACK CLUB 33.99 ZERO DIVIDE .34.99 

FREE WHEN 

YOU JOIN 
OR RENEW 

I UNIQUE NOKIA 

I 14” COLOUR 

1 TELEVISION 

SCOOP PURCHASE! BUY ANY ONE 
PRODUCT FROM OUR ENTIRE RANGE AT 
THE SAME TIME AS JOININGOR 
RENEWING FOR ONE YEAR OR MORE 
ANDWEILGIVEYOU 

SUPERMODEL KELLY 1 
MOUŠE MAT 

TOP QUALITY LAMINATED 
MOUŠE MAT 

THEGUYVER1 

VHS MANGA VIDEO (15) 

ABSOLUTELY FREE 

'GERMAN 

MADE 
• REMOTE 
CONTROL 

I^SSRglR* SQUARE 

TINTED 

tube 

pv- . SCART 

INPUT 

•HEADPHONE 

SOCKET 

1 NOKIA 14" SCAIT TV .Ié4.W 

1 NOKIA 14" NKAM FASnXT TV 2)4.99 

1 SCART LEAD - PLAYSTATION 

1 (FROM COMPOSITE OUT) ...9.99 

1 SCART LEAD - PLAYSTATION 

1 (FROM RGB OUTPUT) .24.99 

other offers available. Overseas 
members add £2 carriage. 





CREDIT TERMS 
AVAILABLE 


PLAYSTATION t 
TOSHINDEN BUNDLE 299.99 

✓ FREE BATTLE 
ARÉNA TOSHINDEN GAME 
worth £39.99 

✓ FREE SCART LEAD 
worth £9.99 

TREE EXTRAS SHOWN ARE VALUED AT FULL RRP 


PUYSTATION t 
DOOM BUNDLE ...299.99 
✓ FREE 
DOOM GAME 
worth £44.99 




PLAYSTATION PERIPHERALS 



ASCII CONTROLLER 
21.99 


G-FORCE 
COMMANDER 
SUPER JOYPAD 
16.99 

8 FIRE BUTTON DESIGN, 6 INDIVIDUAL AUTO 
& TURBO FIRE SELECTORS & 2 METRE CABLE 

FIRE INFRA- 
RED JOYPAD 
SYSTEM 
33.99 
INCLUDES 

2 JOYPADS AND A RECEIVER BOX. TURBO 
FIRE, LOW POWER CONSUMPTION FOR 
LONGER BATTERY LIFE. REQUIRES 
4 X AAA BATTERIES (NOT INCLUDED) 






PS PROPAD 
CONTROLLER 
21.99 

8 BUTTON WITH AUTO FIRE AND SLO-MO 

LOGIC 3 ARCADE STICK .39.99 

8 FIRE BUTTONS, MICROSWITCHED, 

4 SPEED AUTOFIRE, 3 SPEED SLOW MOTION 
I AND 9 LED INDICATORS 

SONY CONTROLLER 28.99 
SONY 
MOUŠE 
33.99 

WITH DESIGNÉR MAT 

SONY SMART CARD .24.99 

LINK CABLE FOR PLAYSTATION 19.99 

TO CONNECTTWO MACHINES 

DUST COVER FOR PLAYSTATION ...7.99 


j~WÉl)Ňl!!Ý'ŠÚPPLVllÍĚMBĚRS BUT YOU CAN ORDER AS YOU JOIN 

IMEMBERSHIP FEES UK ÍÍSÍIS 

■ONE rSM C7.00 £9.00 £11.00 

I Members are under no obligation to buy anything. 

I All prices include VAT and carriage to MOST UK mainiand addresses. 

I Overseas orders must be paid by credit card 

I Hardware items (battery or mains) are oniy supplied to the UK mainiand 
I Overseas surcharge £2.00 per software item or 25% on other items 

I- 

• (BLOCK CAPITALS please) 

! Name & Address--- S 


I Enter membership number (if applicable) or 

I NEW yEyBEFISHIP FEE tA NWUAL UK 7.Q0T 


I item 


I Please use this box to add any optional fast delivery charge 

' ist Class Post SOD per oosted item or E3 hardware 


I ALL PRICES INCLUDE UK POSTAQE A VAT p 

|Cheque/P.O./Access/Creditcharge/SwitchA/isa 


Emn 



SWITCH 

_(ISSUE NO. ) 


Mail Order address. Cheques payable to: 

SPECIÁL RESERVE 

P.O. BOX 847, HARLOW, ESSEX, CM2I 9PH 

InevltEbly •om« gamei listed msy not yet be evtileble. Ple«M phone to check svwlabilíty 
Pricee mey chenge withouf priof notifictfion. Sent to prese 22.02.96 E.» O.E. 

SAVÉ = Saving otf full retall price Inter-Medletes Ltd, The Maitings, SavrbnOgewoilh Herle 



PBKE! OIOKEI QUAUn! SERVKU 


THE WORU>'S MOST POWERFUL 
CONSOLE AT Bim‘AIN'S 
LOWEST PRICE 


Speciál Ltd OFFER 
PUYSTATION Plus Doom 




Aiso avatlable whh 
Scart Cable at £279.99 


£304.99 J 


COMING SOON 


Road Rash 



3D IfMMINGS. 

Actua Gof.^.£39;^ 

Actua Soccer.......Q8.^ 

Agile Warrior.Q2.99 

Air Combat. 

Alone In THe Dark ....XCM.L 

Assault Rigs.^37.99 

Castlevania.. .SZS 

Chessmaster 3D.£33.^ 

Cybersled.£36.99 

Cyberspeed.„£36J^ 

Destruction Derby £36.99 

Doom. 

EleventhHour. ..£CALL 

ESPN Extreme Games..£37.99 

FadeToBiack.£35.99 

FIFA ^96-45.99 

Goal Storm.£37.99 

Hi Oqane.£35.99 

Internationai 

Championship Soccer..£34.99 
JOHNNY Bazookatone .£35.99 

JuMPiNG Flash.£36.99 

Jupiter Strike.£32-22 

Kileak The Blood.£37.99 


UK 


Krazy Ivan.£37. W 

Loaded.S§-22 

Lone Soidier.£35-22 

Madden '96.£35. W 

Magic Carpet Plus.£35.99 

MiCKEťs WiiD Adventur^^ 

Mortal Kb^f 349.W 

NBAJamT.E .£3f99 

Need For Speed.£35.99 

Novastorm.£36.99 

OffWord 

INTERCEPTOR.£35.99 

Parooius.£36-22 

Panzer General.£33.99 

PGA Golf' 96.£35.g 

PowERSERVE Tennis.£34.99 

Primal Rage.£35.99 

PsYCHic Detective.£35.99 

Raiden Projeq.£36.99 

Rayman.05.99 

Rapid Reload.£36.99 

Ridge Racer.£37.99 

Ridge Racer Revolution .... 
.£Lowest Price 
.£35.99 


....£35.99 

....£35.99 


Road Rash.. 


Shellshock.... 

Shockwave Assault-- 

Space Hulk V.O.T.B.A .£35.99 

Starbiade Alpha.£37.99 

STREETFIGHTER 

THE MOVIE.03-22 

Striker '96.£^.J^ 

Tekken .£39. w 

Theme Park........£36.^ 

Thunderhawk 2.£37.99 

Tilt.£32.99 

To Shin Den.07.99 

ígSfe:;:;:* 

True PlNBALl.£35.W 

Twisted Metal.07-22 

ViEW Point.£35-22 

Warhawk.05-22 

WWF Wrestle Mania.£38.W 

WiwmiT £37 99 

WORID CupGolf.03.'^ 

WoRMS.£y4.99 

X COM - Terror 

FROM THE Deep.02.99 

Zero Dmde.S5.99 


All Prices 
laclvde 
VAT. 

AgiON Replay.£24.99 

ASCII Arcade 

JOYSTICK.05-22 

ASCII JOYPAD.....£23.99 

Fire lNFRA-Rro Pads.0 .99 

Link Cable.0 .99 

Memory Card.01-22 

Mouše.03.99 

Multi Tap.08.0 

Official Sow Joypad..£0.0 

Phono Scart Cable.„£9.99 

RGB Scart Cable.£16.99 

Super UFO Controuer 
RESEMBI£S THE SuPER 
Nintendo Pad in shape 

WITH TURBO-FIRE, AUTO-FIRE ^ 

and SLOW MOTION. £15.99 

Technopius Turbo Joypad 

REPUCA SONY X)YPAD V/ITH EXTRA 
TURBO-FIRE, AUTO-FIRE AND SLOW 

MOTION FUNCnONS. £17.99 

Universal Adaptor.£CALL 

SOME GAMES LISTED MAY 
NOT HAVE BEEN RELEASED AT 
THE TIME OF PUBLICATION 
- PLEASE RING TO CHECK 
AVAILABILITY. 


Cut Out This order form and post to 

GAMEPIAY, 513 BRADFORD ROAD, 
aAn£Y,W.YORICSHN1EWF178lL 


Item 


Formát Price 


I ORDER BY CREOn CARD, CHEQUE POSTAl ORDERS 
OR CASH IPLEASE SEND CASH IN A REGISTERED 
ENVEIOPE fOi YOUR OWN PROTECTION 

I NO QUIBBLE RETURN POIICYIF YOU ARE 
UNHAPPY WITH YOUR PURCHASE FOR ANY 
REASON, SIMPLY RETURN THE ITEM IN PERFECT 
CONDITION WITHIN 48 HOURS OF RECEIPT BY 
RECORDED DEUVERY AND SUBJEO TO A FEE 
(10% OR MIN £4), WE WIU SWOP IT FOR 
ANOTHER ITEM.{THIS OFFER APPIYS ONIY TO 
ITEMS IISTED IN OUR MOST CURRENT ADVERTS 
AND EXCIUDES ITEMS BOUGHT TO ORDER) 


! ORDER WITH CONFIDENCE FROM ONE OF THE 
lARGEST OISIRIBUTORS IN THE COUNTRY ■ OVER 
115,000 PIECES OF SOFTWARE SUPPLIED IN 19951 _ 

WE PROVIDE ONE OF THE FASTEST DEUVERY | 
SERVICES AROUND, 2-3 DAYS MAX ON STOCK _ 

ITEMS IPLEASE AííOW 7 DAYS FOR ClEARANCE If I 
SENDING A CHEQUE] " 

1 1 ST ClASS DEUVERY FREE OF CHARGE U K | 
MAINIAND OPTIONAl NEXT DAY DEUVERY - 

4.00 PLEASE ORDER BEFORE 3PM TO ENSURE I 
IMMEDIATE DESPATCH " 

Í 1000'S OF TITIES AVAILABLE, IF YOU CANT SEE THE I 
ITEM YOU WANT, PLEASE RING AS STOCK ARRIVES " 
DAILY. SOFTWARE AND ACCESSOfilES AVAILABLE FOR | 
ALL MACHINES. 


NaME;.CUSTOMER NO: 

Address:. 


POSTCODE:. 


..Signatuře; 


£2.50 per solivrare item. 
.^„■ERY ovoiloljle lor £4.C" 
jpm to ensure immediote 


Tel;.Fax;. . 

Cash □ Cheque □ Postál Order □ Card □ Q 

Card No. □□□□□□□□□□□□□□□□□□ Expiry Dáte Issue No. □□ 


P&P 

tOTAL 


cheques payable to 'Gameplay'. 

Prices correct at time ol golng to prass. E 4 OE 
















































































































































































































































































The cest of 
1UCI11 really is 
eecond to none 


The Wing Commander series suffers 
from an annoying trait that has 
followed it throughout its llfe spán. 

Basícally, the games háve been 
nothing short of superb on the PC, 
but all ottempts to convert them to 
other formats háve falled in quite 
miserable fashion. 

Despite thís, EA remains 

unperturbed, and is having 
another go. Thís time iťs the 
turn of the Playstation, with the thírd game in the 
series (the fourth is aiready out on the PC, with a 
PSX release pencilled in for the third quarter of this 
year), subtitled The Heart of the Tiger. Does it work 
any better this time around? Well, in all honesty, no. 
Despite all my hopes - the PC versions rank híghly 
on my list of all-time favourite games -- WCllI does 
not compare favourably at all when put alongside 
other recent PSX releases. 


nPRiL 


















There s much more 
this game thari Fítll 


The first thing that hits you when 
you play WGll is the íncredible 
depth of the storyline. An 
enormous amount of thought has 
gone Into creating a saga that even 
manages to run the Star Wars 
series close. 

Your character, Chrístopher Blair 
(Mark Hamill), has been reposted to 
the TCS Victory following the 
destruction of the Tiger’s Claw at 
the concluslon of WCll. 


I li* ‘ ^ 

lo 

i , ^ 


Once again he finds himself 
embroiled in the desperate battle to 
savé the Confederation from defeat 
in the long, drawn out war against 
feline foe, the Kilrathi. 

As usual for the games in this 
series, things start off fairiy quietly, 
but it starts to heat up when your 
ship jumps into an unexpectedly 
hostile sector. The story 
twists and turns as you 
progress (in different 
directions depending on 
how successful you 
are), and throws up 
surprises right through 
to the finál battle. 


n( 

N 

i 

















This game cost an absolute fortuně to make. We’re 
taiking obout film-sized budgets bere, none of thís 
poy o progrommer 150 quid o week and telí him to 
get the job doně in three months nonsense. Millíons 
of dollors went into this project, and it shows. On 
the presentation side at least. 

Much of the money probably went on hiring the 
cast. You'd be struggiing to find any Oscar materiál 

here admittedly, 
but the actors are 
a cut above the 
usual software 
company tea 
boys we’re 
accustomed to 


seeing in the now-standard FMV intro sequences. 

Mark Hamill, Malcolm McOowell, the fat bloke 
out of Indiana Jones, and Biff out of Back to the 
Future add a reál air of professionalism to the 
proceedings, and the quality of the script allows 
their talents to shine through. 

Unfortunately, despite all the game’s 
presentational plus points, you can’t dísguise the 
fact that it doesrft play very well. The in-game 
graphics are a credit to the artists, but the coders of 
this version really shouid be shot. 


Imagine the situation - you’re hot on the heels of a 
Kilrathi fighter, and youVe worn down his shields and 
caused loads of structural damage to his craft. You’re 
lining him up for the finál killer shot when all of a sudden 
your ship stops moving completely. For no reason. This 
generally oniy lasts for a couple of seconds, but thaťs 
plenty long enough for you to lose your target. Not onIy is 
this annoying in the extreme, it aiso makes the game a 
lot more difficult than it shouid be and ensures each 
mission lasts far longer than is really necessary. 

Iťs a reál shame, because some of the tasks you’re set 
are great fun (there’s nothing quite like the feeling when 
your last missile strikes home and a massive Capital ship 
explodes in an enormous fireball), but for me they’re 
ruined completely by this fairiy major flaw. 

Maybe Tve been spoilt 
by the PC version, and I 
suppose 1 shouldnT really 
let that cloud my 
Judgement on this, but 
when you know for a 
fact that the grass in this 
čase is so much greener 
on the other side of the 
fence, iťs difficult not to 
feel a little deflated. 


Colonel 
Blair 
ponders 
his nsKt 


lYlalcolm 
TUlcDoixiell 
pope up from 
time to time 


suiYímnRV 
GFIIYIE IJJing Commander 111 
GENRE Interactiue fYlouie 
SOFTIURRE HOUSE Electronic Rrts 
PRlCE 

Beíng uiildly positiue, IJJing 
Commander 111 is an eKcellent 
game Luiih a great storyline and a 
uaried number of es-cciting 
missione. Rll tbat of course is 
perfectly true — if you can put up 
Luith the incredibly irritating flaui 
that l ue pointed out in the main 
reuieuj. 1 can t, and therefore it 
ujould be unfair of me to giue this 
game anything other than a 
distinctly auerage score. 

GRRPHICS e 
GRMEPLRV -7 
LRSTRBILITV 8 
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Simply chaose from the 
menu of amazing Game 
Busting cheats...Just look 
at some of the games 


I ih« setre* Jumpíng Wosh 

SelectW World. Mus 


Lemmings 30 


Seltrt ony leval 1 

Tekken 

Sele<> all Míra hidden 
fighters. (Se« example) 

Air Coníá>at 

Select ony mission and 


Allows yoo to select the extra " hidden"characters, this includes, Kunimitsu™, Armor king^ 
Kuma™, Heihachi™, Lee™, Wang™, Anna™ and Ganryu™. 

Moving the selector to the right, past Michelle™, will display the new characters. 

EACH CARTRIDGE CONTAINS 14 OTHER GREAT CHEATS LIKE THIS! 


Wíth this amaxing game savé cart 
you can savé your game and restai 
wíth saved game. 

Savé up to 1 5 different scenarios. 


^ OÍ782 744707 ^ 
and wa wlll sMp your 
'V.OKfer samo day*^^ 


NOW FOfí TH 


‘'A/ÍIJJ/J 


AYSTATION 








ACTION REPLAY GIVES YOU THE ^ 
POWER TO PLAY YOUR FAVOURITE GAMES ^ 
TO LEVELS YOU NEVER KNEW EXISTED!^ 


EACH ACTION REPLAY 
CARTRIDGE CONTAINS 
6ETS OF CHEATS FOR 
THETOP PLAYSTATION 
GAMES... FURTHER 
YOLUMES OF ACTION 
REPLAY TO COMEI 


EXAMPLE CHEAT! 

TEKKEN™ by NAMCO™ 


EXTRA LONG CORD 
8 FIRE BUnONS 
SLOWMOTION 
AUTO FIRE 


mmmim 


VLtV 


i 

Vk FAX 




JáJ 


744292 


01782 


mrsmm 

DfRECT 

REPUtCEMBtT 


PLAYSTATION IS A TRADEMARK OF SONY CORPORATION LTD 













































































The ^hooťeM-up One of 4he oldedr 
and Mosi exploi4ed of gaiMe genre?. 
'F’'SUC—'W*r€> 4ake^ a look a4 4he 


aIl-forína4 ^hooťéM-up cla^ic^ 4ha4 will 
in^piře fla5f^4a4ion developer^ for 
Man^ ^eař? 4o cOMe 



10 Space Invader^ 

Arcade 

All hail the Daddy! Before many of today’s 
games-crazed teenagers were even born, Space 
Invaders was infiltrating (erstwhile penny) 
arcades, chip shops and newsagents all over 
Britain. Yep, people were playing Space Invaders 
long before the advent of the Walkman, the video 
and the CO. 

Will Sargent, from sister mag GamePro, recently 
commented, Imagine ifyou Ume travelled back to 
’79 with a Playstation and sald, bere you are kids 
- stick the CD In and watch It go. Thaťs how far 
technology has come in 17 short years. Yet in that 


time no-one has iost any respect for Space 
Invaders - the first true 10 pence muncher. And 
thaťs when 10 pees were big, and valuable 
enough to buy a Mars bar - not like the little 
fiddly ones you get nowadays. 

9 Viewpoiffi 

Playstation 

The next generation’s answer to classic early- 
eighties shooťem-up Zaxxon. Better than the 
Raiden Project (two arcade shooters on a single 
Playstation CO), iťs more fun than banging 
plastic fairground moies on the head, aithough it 
can be more frustrating than losing at Frustration. 







The 90 Runrfeř^"upl 




Air Combat 

Cosmo Gang 

Navy SEALs 

Scramble 

Turrican 

Alcatraz 

Cybernator 

Nemesis 

Shockwave 

Turrican 2 

Alien Breed 

Oarius Twin 

Nemesis 2 

Silkworm 

UN Squadron 

Alien 3 

Desert Strike 

1942 

Simulera 

Under Pressure 

Agony 

Drop Zone 

Operation 

Smash TV 

Venus 

Amnios 

Empire Strikes Back 

Thunderbolt 

Space Gun 

Video Kld 

Anarchy 

The Executioner 

Ork 

Star Wing 

Viewpoint 

Apídya 

The Godfather 

Parodius 

Stellar 7 

Warzone 

Asteroíds 

Gradius 

Parodius 2 

Strider 2 

Wing Commander 

Astro Battle 

Gradius 3 

Pegasus 

Strike Gunner 

WIngs 2 

Astro Fighter 

Gunfight At The OK 

Phalanx 

Super Aleste 

Wolfchild 

Astro Wors 

Corral 

Pleiads 

Super Pang 

X-Out 

Atomic Robo-Kid 

Invader From Space 

Pop N Twinbee 

Super Star Wars 

Xenon 2 - Megablast 

Axeioy 

Killing Game Show 

Project X 

Super SWIV 

Xevious 

Battle Squodron 

Lethal Enforcers 

Raiden 

Super Turrican 

Z-Out 

Biood Money 

LIamatron 

Raiden 2 

SWIV 

Zaxxon 

Bononza Brothers 

Mech Warrior 

R-Type 2 

Terminátor 

Zeitgeist 

Centipede 

Midnight Resistance 

R-Type 3 

Terminátor 2 


Chopllfter 111 

Missile Command 

Rubicon 

Total Carnage 



4heP^^ 


Top 100 shooťew-ups of aU twe 


Highiy recommended by us all, Viewpoint is a 
winner in that it brings together all the aspects of 
classic arcade gameplay and still finds a plače for 
some highiy competitive and co-operative two- 
player action. Mint soundtrack too, with a top 
tuně for each level. 

9 Hillipede 

Arcade 

This vertical shooťem-up’s precursor, Centipede, 
was one of the first arcade games to use a 
trackball and a fire button - along with the 
fondly-remembered Missile Command. Millipede 
took the best elements of the rough and ready 
Centipede, added graphical polish and an autofire 
as well, giving the punter a choice of three stages 
from which to start. 

Blowing up DDT icons at the right time caused 
a cloud which couid wipe out an entire Millipede 
at one go. The most skilful Millipede players, 
however, wouid avoid doing this to provide a 
frantic freak-about amongst the fungus at the foot 
of the screen. 


7 Qaloxian 

Arcade 

This was the next stage in the evolution of 
shooťem-ups after Space Invaders. The aliens in 
Galaxian didn’t just jerk from side to side, they 
split off from their ranks and fiew down at you! 
Appearing at about the time people were getting 
the hang of Space Invaders, Galaxian proved a 
roaring success in the arcades and on the Atari 
ves. No-one ever called it Galaxian though, it 
was aiways Galaxians - a tribute to the game’s 
relentless kamikaze aliens. 

6 GfOřf 

Arcade 

A weird conglomeration of Space invaders (with 
an added curved forcefield), Galaxian, and various 
other odd shooťem-ups, Gorf had the nerve to 
mock you in an evil robotíc voice whenever you 
lost your last nudger. Instead of the usual 
joystick/fire button arrangement, a chunky silver 
and red joystick incorporating the fire button was 


npRiL 'f*’'SJC-W*ro 




Alex Lee Offí^ liked ^igue ^igue ^puLnik 
becau^e ^hoo4 i4 up wa^ a liffe froM Lheir 
4op 10 hi4, Love Ki^^iíe Fl-11 


BIa^4 fr0^řl 4he pod .. 

The Top 10 OW'eV>-up^ Of Aft Ti^e 





set in the centre of the machine’s control panel. 

A feature of Gorf was a superb firing facility 
wherebg if you let off a blast which you knew 
was going to miss, you dídn’t háve to wait until it 
hit the top of the screen before you could shoot 
again. A big, loud, technicolour spaceship 
appeared every five sheets as a guardian. It took 
several hits to destroy, but the explosion which 
heralded Its demise was spectacular and well 
worth the wait. 




S Loaded 

Playstation 

Ignoring the seminal view angles, professional use 
of gouraud shading and amazing characters 
created by revered comic book artists, Loaded is 
simply a blinding blood ‘n’ bile blast. As violent a 
videogame as you could dare play, a full level of 
Loaded is on this month’s coverdisc - in čase you 
hadn’t aiready noticed. A worthy number five. 

A f hoenix 

Arcade 

Playing Phoenix was akin to being huried head- 
first into a Harryhausen movle without the crew of 
the Argo there to boil you out when the going got 
tough. Where Gorf hod a mothership, Phoenix hod 
a mutha ship. Ail the adversories were birds, so 
death was hard to stomach - their insistent 
electronic squawks were more than 
enough encouragement to punch the 
screen every time a life was lost. 

9 Oefender 

Arcade 

Finding your way around the control deek 
was bad enough. A hyperspace button, a 
joystick that oniy went up and down, a 

RPRIL 


thrust, a reverse and a fire button put off softer 
gamesplayers. One for the dogged, persistent 
punter, Defender was the first decent horizontál 
shooter, and is still by far the best of its genre. 
Gameplay that didn’t just involve shooting - you 
had to piek up and return smáli pieces ofearth too 
- made matters appallingly tough. Being good at 
Defender was a true measure of gaming skill - the 
hand-to-eye co-ordination and manual dexterity 
required was unbeiievabie. 

2 RoboLrorř 

Arcade 

As each screen of Robotron materiaiised, you had 
to Work out an escape routě. The piay area was so 
fuil of adversories that if you stayed still for as 
much as a second, you were a goner. Presented 
with two joysticks, the idea was to run for your 
life with one while firing eight ways with the 
other. The Grunts that relentlessiy pursued you 
were aiso capable of turning humans into sinister 
androids, but not if you got there first. Since paid 
a tribute by Jeff Minter’s LIamatron, in which you 
had to shoot turds, toilet rolls and coke cans. 

1 Qaíaga 

Aicade/PlayStatlon 

Gaiaga has brought more joy to the worid than 
Noel and Liam could ever dream of. Gaiaga had a 
bonus stage every fourth wave, in which you 
could score a bonus of 10,000 if your shooting 
was up to scratch. In the days where scores were 
everything, having a double shooter in time for 
the bonus stages was an absolute must. It was 
littered with videogaming highiights and will 
never be bettered. The memorable heart-in-mouth 
moment when a laser blast scoots upwards 
towards the veering alien ship that holds captive 
your potential co-piiot, is just one of many. 










IF irs A GAME irs AT.. 


TELEGAMES 


one of the world’S oldest and 

^ LARGEST VIDEO GAME SPECIALISTS 


NEO CD ★ SATURN ★ GAME BOY ★ COLECOVISION ★ ATARI 2600 ★ PLAYSTATION * LYNX ★ MASTER SYSTEM ★ INTELIVISION 
NEO GEO * NINTENDO ★ JAGUAR ★ MEGADRIVE ★ ATARI 7800 ★ GAME GEAR ★ 32X ★ SUPER NINTENDO 




COPE 4 

adapter 

\NWTE MEN 




JAGUAR 


+ 

GAME CARTS 

£ 235.00 

CD UIMIT 

+ 

4 CD’s 

JAGUAR CONSOLE 
WITH 3 GAMES 

£12S.0e 

JAGUAR CD WITH 4 CDs £145 | 


00 vmt olír 
pri)tot5 bere. 
6et 80'5 
5|ijouin5 ín t0e 9Qflr. 
^tarí 2600/7800 
Jttte0W5íon an^ 
Coltto Softtpart, 


For all your Game System 
requirements contact us now for 
guick reliable service 
(and goods in stockU) 

Send SAE for lists - 
State make of game. 


m The Best COLOUR 
^Hand Heid Censele EVERt 

THE ATARI LYNX II 



NEW LYNX GAMES 
IN STOCK 
Includíng:- 
Asteroíds/Míssíle 
Command & 
Battlezone 




Loads OF Games 
"and Accessories in Stock 

Mail Order - add £6.00 for Consoles 


TELEGAMES 


WIGSTON, LEICESTER, LE18 3TE. TEL. (0116) 288 0445/2813606 

www.telegames.com 


PE 


2813437 


PQSTAGE & PACKING 
UK - INCLUDED 

EUROPE - £ 2.00 

REST OF WORLD -£3.50 


^nemíen. 


01268 271172 

01268 271173 
: 100307-1544 


^EST OF WORLD - £ 3.50 Please Send Cheques/POs Made out to Premier Mail Order or | CIS : 100307-1544 | 

Visa/Mastercard/(Switch + Issue No) & Expiry Dáte to: 

Dept:PSX4 9-10THE CAPRICORN CENTRE, CRANES FARM ROAD, BASILDON, ESSEX SS14 3JJ 

Mon-Fri 9am-7pm Sat&Sun 10am-4pm. Some titles may not be released at the time of going to press. 

Most titles are despatched same day, but can také up to 28 days. VAT ÍS included E&OE 


PLAYSTATION 


3D Lemmings.25.99 

ACTUA SOCCER.37.99 

Air Combat.35.99 

Assault Rigs.37.99 

Cybersled.34.99 

DefCon 5.37.99 

Destruction Derby.37.99 

Discworid.34.99 

DOOM.26.99 

ESPN Games.37.99 

FIFA 96.37.99 

Goal Storm.35.99 

Hi Octane.37.99 

Internations Champ Soccer..35.99 

Johnny Bazookatone.34.99 

Jumpin Flash.37.99 

Jupiter Strike.34.99 

Kileak the Blood.35.99 

KRAZY IVAN.37.99 

Loaded.39.99 

Lone Soldier.36.99 

MADDEN 96.37.99 

Mortal Kombat 3.39.99 

NBA Jam Tournament.35.99 

NHL 96.37.99 

Novastorm.35.99 

Off World Interceptor.36.99 


Panzer General.30.99 

Parodius.36.99 

Philosoma.31.99 

Powerserve.35.99 

PGA 96.37.99 

Prowler.37.99 

Psychic Detective.37.99 

Raiden Project.35.99 

Rapid Reload.35.99 

Rayman.36.99 

Ridge Racer.37.99 

Road Rash.37.99 

Streetfighter the Movie.35.99 

Striker 96.34.99 

Shockwave Assault.37.99 

Starblade Alpha.34.99 

Tekken.40.99 

Theme Park ..37.99 

Thunderhawk 2 - Firestorm ..37.99 

Toshinden.37.99 

Total Eclipse Turbo.35.99 

TOTAL NBA.37.99 

True Pinball.36.99 

Twisted Metal.37.99 

Viewpoint.37.99 

Warhawk.37.99 

Wipeout.32.99 

WING COMMANDER 3.41.99 

World Cup Golf.34.99 


Worms.35.99 

Wrestlemania.37.99 

X Com Enemy Unknown.33.99 

SONY PLAYSTATION (UK).289.99 

Logic 3 Control Station Pad..15.99 
Logic 3 Station Master Pad...17.99 
PSX 1 Joypad.12.99 

Bug.34.99 

Clockwork Knight.30.99 

Clockwork Knight 2.29.99 

Cyber Speedway.29.99 

DAYTONA.44.99 

Digital Pinball.29.99 

FIFA 96.37.99 

Galactic Attack.34.99 

Hang On Gp 95.34.99 

Hi Octane.37.99 

Inter Victory Goal.34.99 

Johnny Bazookatone.29.99 

Mansion Of Hidden Souls.32.99 

Mortal Kombat 2.39.99 

MYST.32.99 

Mysterious Realms Of Loře..29.99 


NBA Team Tournament.38.99 

NHL Hockey.32.99 

Off World Interceptor.34.99 

Panzer Dragoon.44.99 

Parodius.34.99 

Pebble Beach Golf.34.99 

SEGA RALLY.44.99 

Street Fighter The Movie.31.99 

Theme Park.37.99 

Thunderhawk 2.34.99 

Victory Boxing.39.99 

Virtua Cop.34.99 

Virtua Fighter.24.99 

VIRTUA FIGHTER 2.44.99 

Virtua Hydlide.34.99 

Virtua Racing.29.99 

Wing Arms.34.99 

World Cup Golf.29.99 

World Series Baseball.29.99 


SATURN HARDWARE 


Interactive Eclipse Arcade Stick SV462 25.99 
Interactive Eclipse Pad SV461 ..18.99 
Interactive Super Pad SV460..9.99 
Logic 3 Explorer Pad JT482 ...9.99 
Logic 3Terminátor Pad JT483...10.99 
Logic 3 Voyager Pad JT481 ..11.99 


You can plače an advance order for future releases - credít cards are not charged until day of despatch so reserve your copy today 



















































































































































RPRO. 


Myst is a reál thinker’s game. Iťs 
an adventure, it looks amazing, 
and iťs very, very difficult. Iťs aiso 
one of the most successful PC 
games of all time, and has 
legions of fans (admittedly, 
mainiy across America) who háve 
spent countless hours trying to 
unravel the mysteries of the 
island on which you are dumped 
for the vast majority of the game. 

Carft realiy fail can it? Weli, in 
some areas, yes. I’m more than a 
littie surprised that Sony has 
chosen to reiease this on the 
Playstation because, ieťs face it, 
most consoie owners don’t go in 
for this type of thing as a ruie. 
Oon’t get me wrong, I think iťs a 
great idea for Sony to try and 
appeai to a new 
audience, but at the 
moment iťs extremeiy 
doubtfui that there 
enough PiayStation 
owners out there who 
are wiiling to buy this 
type of game. 

Who knows? Maybe 
Myst wiil be a runaway 
success. 1 very much 
doubtitthough^^^^ 


wnacMnc 
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Initially you'll probably be put off by 
one of two things. The first is the use of 
the static screens which make up the 
whole game. They do look 
stunning, but at least 95% of 
them are totally devoid of 
animation or even movement. 

All youYe meant to do is move 
the cursor around the screen 
and click on the objects you 
want to manipulate or the 
dooř you want to go through. 

They don’t reaily encourage 
you to try and progress to see 
more of the game. 

The other thing thaťll 
probabiy put you off is the 
almost total lack of heip you’11 
receive from the game. 

YouYe just dumped on the 
island and forced to wander 
around trying to find what 
each item does. There are no 
pointers in the right direction, 
no informative cut-scenes 
giving hints as to what you 
shouid be doing, nothing. 

Imagine if you were 
actually left alone on a 
strange island. Thaťs exactly the feeling 
Myst manages to successfully convey. 

If you don’t háve an inquisitive mind 
thaťs keen to explore and discover, the 
chances are you’ll lose interest in Myst 
very quickly indeed. 
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You can telí that this was designed with the serious adventurer in mlnd. Iťs 
definitely not a čase of using a weak storyllne and some feeble puzzles as vehicles 
to show off some flashy graphics. Myst has been compared to the early Infocom 
text adventures, and thaťs a very valid comparison. AIthough Myst features no text 
whatsoever, the style and feel of it is very reminiscent of games such as The 
Hitchhikeťs Guide to the Galaxy, the Zork trilogy and Leather Goddesses of Phobos. 

The puzzles are of a similar 
vein and the exploration 
element definitely is. 

But this is no bad thing. 
Infocom text adventures may 
be around a decade old, but for 
many players they háve yet to 
be bettered. 

Myst doesrft háve the 
excessive images of mutilation 
or the fluid rendered 
animations that Acclaim’s D 
uses to attračt players. Instead 
it chooses to fight its corner 
using oniy the quality of its 
puzzles as a defence. And for 
my money, Myst just manages 
to pull it off. 
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Clues are 
dotted around 
eueryujhere 


t 


1 really enjoyed playing Myst. You háve to put some reál 
time in before you start getting anywhere, but this onIy 
serves to moke the feeling of ochievement that little bit 
more intense when you do finally piece together the first 
part of the puzzle. As aiways though, this can work both 
ways. In the first couple of hours of play iťs very difficult 
not to give up because iťs difficult to see where the feeling 
of satisfaction is going to come from. If you don’t approach 
the game logically, the oniy way you’re going to progress 
is if you stumble across the answer by accident rather than 
working it out for yourself. 

As a finál point, Id add an extra £18.50 
to the game’s asking price if 1 were you. 
Thaťs to cover the cost of buying the 
official Myst hint book, because uniess 
you’re prepared to devote a sizeable portion 
of your life to playing the game, you’re 
going to need the occasional nudge in the 
right direction. 


summnnv 

GnmE nriyst 
GENRE Rduenture 
SOFTUIRRE HOUSE Sony Int. Ent. 

PRICE 

1 can see mhy this got the high 
scores it did on the PC, as iťs far 
more suited to that machine than 
the Playstation. Euen so, it morks 
metl and mitl tavě euen the most 
proficient aduenturer. Iťs moody, 
enjoyable, and manages to 
reereate the feeling of being alone 
better than most other games. 
£>45 [plus Cie.so for the hint book] 
seems a smalt price to pay for this 
epic mhen you consider some of 
the short-liued eKperiences that 
cost a similar amount. 

GRRPHICS ^ 
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Playstation • Saturn • Mega • SNES • 3DO • PC CD • Jag 

★ Ultra 64 ★ 


PSX 

o Actua Soccer 

0 Doom 

0 Krazy Ivan 

O J. Bazookatone 

0 FIFA ’96 

0 DefCon 5 


SATURN 

O Sega Rally 

0 Virtua Cop 

0 Hang on GP 

O V. Fighter 2 

0 FIFA ’96 

0 X-Men (import) 



PC-CD 


MEGA/SNES 

O Wing Commander IV 


o Spot 2 

0 Top Gun 


0 Earthworm 2 

0 Hexen 


0 Donkey Kong 2 

O EA Cricket 


O Yoshi’s Island 

0 Earthworm Jim 


0 Killer Instinct 


Jaguar ■ while stocks last 

Sensible Soccer £19.95 
Cannon Fodder £19.95 


SPECIALS 

Twisted Metal Oniy £29.95 




Robotica Only£31.95 Syndicate £19.95 

Top Gun (PC-CD) OnIy £29.95 | Club Drive £19.95 


(MAIL ORDER * FREE CATALOGUE AVAILABLE) 

(PHONE 01590 07714^ 



Do you want lo adverlise your producis wiHi Ihe worlďs largesl 
& mosi successful Informolion Technology publisher? 

If the answer is YES, 

we can help you». 

A) Build your brand 

C) Seli your products direct 

B) Reach new markets 

D) Increose your soles 

To advertíse in 

★ Worlďs lorgest IT publisher 

r&JnííínKD 

★ 250 titles in 65 countries 

the worlďs best selling multi-formot gomes 

★ 60 million worid-wide monthly 

magazíne or 

readership 


★ Orgonises 72 events in 28 countries - 

the worlďs most subversive Playstation magazíne 

incíuding E3 

CALL: 

★ Worlďs lorgest IT consultancy 

Goynor Sinclair on 01625 878888 
hr further deiails,00 

★ Over $1 BILLION gross turnover for '95 













































Falling objects ixiill 


inflict some 


damage. so don't get 


Having a lizard as the 
centrál character of a 
videogame is something 
which is strange in itself. 
But, when you think 
obout it, over the years 
we’ve seen many an 
oddity taking centre 
stage in a plethora of 
platformers. Look at Zool 
and Nintendo’s Oonkey 
Kong Country for a 
couple of examples. 

Gex is arriving in the wake of Rayman, the best Playstation 
platformer to dáte, and shouid faře well, as fans of colourful, 
bouncy platform fests háve been pretty much neglected thus 
far. Admittedly iťs nothing new, but a few neat touches and 
some fluent gameplay make everything move along nicely. 

Things are going fairiy well for our lizard-like hero prior to the 
start of the game. He’s sitting back in a comfy chair in his 
reptilian abode, chomping on flies, watching the telly and 
generally relaxing - that is until some extremely weird 
cosmic-type stuff happens, and he ends up trapped in a bizarre 
TV environment. 

Gex must battle through five gigantic worids - Cemetery, 
Cartoon World etc - comprised of a number of incredibly large 
levels. The extent of the challenge varies throughout the 
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It would be foolish to say that 
a platform game couid be any 
different from the ones weVe 
seen countless times before, 
aithough BMG has managed 
to add a couple of elements to 
this whích make it rather 
unusual. Gex can run and 
jump in platform-standard 
fashion, but he can walk up 
walis and ding to ceilíngs too. 
He aiso has a rather long 
tongue, which he can extend 
to collect vítal weapons or 
replenísh his energy. His tail 
too is a lethal weapon and can 
lash out at enemies, swiping 
them out of the contest. 

There are gems to collect 
throughout, and these work in 
much the same way as those 
in Donkey Kong Country - 
collect a hundred and an extra 
credit is awarded. 

Each level is split into stages 
which may oniy be accessed 
once the remote control for the 
next TV stage is successfully 
taken out of the exit. 





















Controlling Gex is a breeze, with oniy a few 
buttons being needed to jump, tail swipe and eat. 
Along the way you’ll learn what is required to 
successfully complete eoch level. Sometimes o 
little luck is needed, but there’s no substitute for 
quick fingers and ali-round skill. 

As you progress through the levels it becomes 
obvious that this is no simple stroll. The stages 
become bigger and bigger, and include features 
such as hidden traps, teleporters, bonus stages 
and dead-ends. The exit can be just about 
anywhere, and Gex will test even the most 
proficient platform player. A worid is onIy 
completed once an end-of-Ievel boss is defeated, 


and it will 
come as no 
jaw-dropping 
surprise to learn 
that these are 
mean muthas 
which will také 
some time to suss. 

During play, the sound effects are rather 
standard, but to make things a little more 
interesting, the ‘talents' of US comedian Dana 
Gouid háve been employed for the voice of Gex. 
He tries to wisecrack his way though the stages, 
but his feeble gags wear very thin, very quickly. 




Gex has that most annoying of 
platform problems - you learn 
where the enemies are the first 
time you play a level, and if you 
fail, you know exactly whaťs in 
store on your return. 

In terms of passwords, iťs better 
news. AIthough you won’t be 
offered a code after every single 
stage, you'll be given one 
half-way through the first worid 
and one after defeating the 
end-of-Ievel guardian. 

The options are kept to a 
minimum, as Gex was obviously 
designed to be played purely for 
its unashamed simplicity. The 
overriding theme is just sít down, 
play and enjoy. 

On top of all this there’s a smáli 
intro sequence which is pleasant 
but doesn’t drone on too long - a 
criticism which can be levelled at 
a lot of other games. The 
balance is just right. 

AIthough there’s not quite 
as much to Gex as there is to 
Rayman, you’ll still find 
plenty of enormous stages 
and involving gameplay. 

Things are looking pretty 
good for 6MG with this 
powerful platformer. 



























































Yes indeed! In this month’s big fight 
speciál edition of GamePro, not oniy will 
you find Acclaim’s stunning X-Men: 
Children of the Atom bursting from 
every póre, you’ll discover numerous 
other next generation beaťem-ups all 
battling for coverage too. Street 
Fighter Zero, Criticom, Killer Instinct 2 
and Zero Divide all get the once over from the 
Pros. As well as all that, the April issue boasts a 



sneak preview of the awesome Alien 
Trilogy, a whopping Nintendo 64 
preview, full reviews of Duke Nukem, 
Future Shock, Mystaria, Gex, Virtual Golf 
and many many more, plus you’ll find a 
top free gift on the cover in the form of 
an exciusive Toy Story PC CD! Issue 8 is 
on sále from February 29 priced £2.50. 
GamePro - more controversial than Cocker and 
packing a bigger punch than an irate Icelandic! 
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Tick the relevant boxes 
on the answer fbrm ibr 
the competitíons you’d 
llke to enter 

Name 

Address 



THOMPSÍJN 






immH' 


Age 


Telephone 

no 


1 

One 

o 

Two 

o 

Three 

o 

2 

o 

o 

o 

3 

o 

o 

o 

4 

o 

o 

o 

5 

o 

o 

o 

6 

o 

o 

o 

7 

o 

o 

o 

8 

o 

o 

o 

9 

o 

o 

o 

10 

o 

o 

o 

O Please 

tick this box 


if gou do not wish to 
receive promotlonol 
materlal flrom other 
componles 

your erf4rie^ 
4o ouř freepo^4 
addře^^ below 

£veryone's o Winner 5 

FREEPOST 

PSX-Pro 

Media House 

Adiington Park 

Macciesfileid 

Cheshire 

SK10 4YB 
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TYie msjority of readers are ouer ii». uiith 
almoat a third of our auruey reapondents 
occupyiriy the zi-zs year-old age bracKet 



It seems that in terme of conteni, leeue 
One'e me pagee had the right mivc of 
reuieiue, preuieiue. featuree and guidee. 

Ouerall, the readere belieue the 
editorial content ie uiell up to ecratch, 
uiíth only the Internet Neixie eection 
being properly dielihed. 
lJJe'ue eince dropped it. 



Ouer eo% of readere gaue a 
‘four or *fiue' rating, thereby 
confirming the euperior 
quality of the reuieuie. 

Ouer bOVo of alt euruey 
reepondente uileh to eee 
more reuieuie. Fl fair 
enough comment. but in 
our defence, lueue only 
failed to reach a minimum 
of 15 reuieuje per ieeue on 
one occaeion thue far. 

Import reuieuje aren't 
appreciated ae much ae 
their UK equiualente, but 
almoet 70% of the eurueye 
ijue receiued gaue them a 
marh of four or more. 



Some of the magazinee you people read [aiuay from 


FStS-Pro) are fairly uneurprieing. and othere are eo far out 
there'e no returning. Preferred reade include: Three Sivety, 
Rngling Timee. Noddy, Penthouee, fVlartial Orte llluetrated. 
Celtic Uieui. Philoeophy Noui. ^o fťlinutee, Fortean Timee and, 
ujorryingly, Rirgun liJorld! 



Ouer half the eurueye uie receiued 
claim you uiant to eee more 
preuieuje. Obuiouely the initial rueh 
of Playstation releaeee ie beginning 
to euen iteelf out. but uieVe etill 
managing to maintain a minimum of 
eeuen preuieme per ieeue. 









IH 
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seems to suit our readerships reQuireinents in 
euery department. The generel coneeneue ie that 
Lue uee eviectly the right emount of text for 
reuieuie end preuieuie. although more 
ecreenehote uiould be apprecieted. 

The deeign otyle ie eleo reted highly. The ouerall 
uleui ie thet it loohe lihe no other PleyStation meg 
and hae a character of ite ouin for thie reaeon. 




On the deeign front, once again ouer eo% Luere 
impreeeed enough to giue a four or a fiue rating. 
The uaet majority of you are keen to keep the 
corrent looK of the mag. 

nu eectione receiued etrong praiee for their 
deeign content, uiith the exception of the 
Internet Neuje. uihich hae already been eacked. 





Some corkere bere. Theee are 
examplee of commente and 
euggeetione ae to houi ixie can 
improue the mag... 

"Couer more ieeoee" — in a mag 
for the Playstation? 

Hifferent text" — uihat exactly 
doee thie mean? 

"H'e fairly perfect" — coold you 
be more epecific? 

"Text typed in eingle eectione" 

— cleuer. 

"duet keep it funny and good" 

- naturally. 

"Layout" — a helpful comment. 
"Scrap it and etart again" — okay. 
Juet for you. 



Generally. the improuemente people 
luant to eee are feui and far betiueen, but 
the one thing iiihich readere belieue ixjould 
improue the mag tenfold, ie the inclueion of 
a demo diec. Hope you enjoy the diec on 
the front of thie ieeue! 

The deeign of the mag ae a luhole hae 
been Luell receiued. ixiith moet people 
being ae impreeeed luith the look ae they 
are uiith the editorial content. 
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f?X-fro did 4heín?elve^ 
I 1q^4 Ťnort4h, iMpre^^ing 
4heir ^kill on 4he field 
fIa5^4a4iorf. HereV a 
of 4he day V even4^ 
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£di4ed Highlighi?... 

1 The tournament begins in the Anfield Trophy Room with 32 European games 
journalists vying for the title of Adidas Power Soccer Champion 

2 Alan Kennedy, ex-Liverpool pro and MC for the day, crashes out in the first 
round, despite his gritty determination to win 

9 After four hard-fought rounds, PSX-Pro’s Andy Sharp reaches the 
\ finál against some bloke called Chris from an Internet magazíne 

\ ^ Despite going a goal down, Andy fights back in the dying 
seconds to win 2-1, bringing the trophy to lOG Media and 

Nthereby proviny PSX-Pro’s dominance 

\ 

\S The pre-match meal. From left - Alex Lee, ad manager 
' Simon Lees, Amiga Computing’s Andy Maddock, PC 

\Home’s Neil Jones, and Andy Sharp 

\ 

V \6 One of ex-England captain PhiI Thompsorfs 
' \numerous tussies with the buriy Simon Lees 

\ 

lY A rare occasion - Thompson manages a free 
‘shot on goal, evading the attention of the eager 
|PSX-Pro players 

Í0 From left - Neil Jones, PhiI Thompson, supersub 
David Fairclough, and the ever-battling Simon Lees 

9 One of David Fairclough’s many advances on goal - 
trying to outwit Alex Lee with his tričky footwork 

10 Fairclough decides on a side-footer and Alex Lee 
spreads himself well to snuff out the chance 

11 Thompson battles for possession with cheery Andy 
Maddock. I’m just pleased to be bere, commented a clearly 
chuffed Andy later 


12 Keen to hone their gamesplaying skilis, Alan 
Kennedy and Sammy Lee try to come to grips with Adidas 
Power Soccer 
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Wirt load? of aMa^iTTg, expertsive, 
liífů4ecl editótt fo(% §kiff 


ment. Oniy seven o 
sleeved top witH 
Autographed Adtdas 
Autographed framed match ^t>gr 
Pair of Adidas Predator footbatt 






Thfóe purrrreř^up pvqes 


Three pairs 


f redalor footba 


1)Which flame-haired ex- 
Liverpool stři ker was known as 
‘supersub’? 

a) David Fairciough 

b) Len Fairciough 

c) Brian Fairciough 

2) Which ex-Liverpool player 
twice scored the winning 
goal in European Cup 
Finals? 

a) Alan Kennedy 

b) Ray Kennedy 

c)John F Kennedy 


3)Which ex-Liverpool 
player now regularly 
appears on 
Match OfThe Day? 

a) Pete Best 

b) Terry Sullivan 

c) Alan Hansen 


^le-breaker (cOMpIe4e iff le^ 
"tlhan 10 word^) 
íThe Preda4or fho4 harder 4harf. 


I I Tldí here if you do not wish to receive 
“OTTiotlonal moterlal from otfter componies 


RPRIL . 
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krtow. We ?per(d hours* daving ověř a ho4 
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yoii ffeveř rf04ice when we’\teT3eerf 4o 
A 4he haiřdře^erV... 


If 4hereV a par4iq|B^lbide you’ci like ^ee In F?X-fro, wrii>e 
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Life for a Russian never is of 
course, but swappíng the Lada for 
a great metallic cyber-suít is a rare 
old transition to make, and thaťs 
why you’II no doubt need a little 
bít of help along the way. Iťs 
aiways best to play through the 
levels in progressing order of 
difficulty, and what follows is a 
brief guide to the ranksters you’II 
meet, and how to defeat them. 


A smáli Siberian level containing 
oniy three Sentíents, this basically 
forms a traíníng ground on which 
to hone your skilis for what 
follows. Must be completed fírst. 

Dwarf is a large, slow sentíent 
wíth low-level intelligence. The 
most effective way of destroying 
Dwarf is to use rockets, as íts 
sheer size renders it cumbersome 
and therefore unable to move 
quickly to avoid them. 
0»e€ĚĚoĚc 
Another big bašt, Dedlok is 
blessed with more intelligence 
than Dwarf, and comes complete 
with a powerful leg bolt speciál 
attack which shouid be avoided 
using the side shunt. As with 
Dwarf, rockets and the 50mm 


cannon (wíth plenty of skilful 
dodgíng) will destroy ít. 

A smáli biped robot with twin 
cannons mounted on its head, 
Raptor is the fastest sentíent on 
the level and can be difficult to 
deal with because of its attack 
runs. The 50mm cannon coupled 
with a scythe beam will sort the 
reptilian er, monkey out. 

rWÍ€Ě€ĚĚe lEasr 

The Middle East shouid be played 
after the completion of Russía, and 
before France. This level takés the 
form of a desert, and the three 
sentíents it contains are stronger 
and more intelligent than those 
found in level one. 

A slow, powerful opponent with 
twin rocket launchers 
accompanied by twin energy 
projectiles. Occasionally during 
battle, Qualm will warp to a new 
location nearby and attempt to 
surprise-attack you from behind or 
from the side. When this robot 


turns transparent and begins to 
rotate, back away slightly and 
watch your radar to see where it 
appears. Because of its lack of 
speed, Qualm can be taken down 
with plenty of homing missiles 
coupled with loads of laser fire. 
ISentíneĚ 
The Sentinel is the first flying 
sentíent you will come up against. 
Once again, homing missiles and 
lasers are the key to putting out 
the lights on Sentinel, but ít does 
háve a speciál attack which you 
shouid be wary of. Basically this 
consists of falling from the sky and 
launching mortars towards you, 
but by simply backing off a 
distance of 7000 units you will be 
oble to avoid major damage. 

A very quick enemy which will 
stalk you like the beast you are 
before launching into attack runs. 
Iťs a bad idea to remain static 
with Prowl on the um, prowl, 
because he soon pulis off his 
speciál move - námely pouncing 
towards the powersuiťs head. The 





and be particularly aware of its 
six-shot speciál when Iťs on 
the ground. Use plasma and 
speciál weapons when 
Buzzsaw Is grounded, but 
for air attacks quick repeat 
weapons such as the 
trusty 50mm cannon or 
homing missiles work 
a treat. 

Another big 
sentlent wlth heavy 
firepower, Carapace Is aiso 
very fast. So, once agaln, quick 
repeat weapons are the best way 
to do some damage. 
'BeĚBeanotĚĚ 
A huge elephantine monsta of a 
sentlent, Behemoth’s best 
weapons are on Its sldes, and It 
wlll try to turn you In order to 
bring these Into play. This monster 
Is susceptible to an attack from 
the back, where defences are low. 


THunaĚerfoot 

A mid-slzed blped sentlent wlth a 
speciál heavy firepower attack, 
whereby Its chestplates open and 
a cluster of shots stream out. ThIs 
and Its fast-firing standard shot 
can make llfe very difficult for the 
player who chooses to remain 
statlonary, and a lot of slde 
shunting wlll be required. Your 
best bet wlth Thunderfoot Is to hlt 
him from the slde as he performs 
his chest-burst attack, using your 
heavlest weapon possible. 
'MtíefĚex 

Reflex Is the smallest sentlent In 
the game, but one of the most 
cunning. Reflex floats around 
attacking you wlth hlt-and-run 
tactics before using his speciál 
hologram attack - creating two 
holographic reproductlons of Itself 
which attack you In wlldly ‘fair’ 
fashlon. AIthough these repros 
look just llke the originál, they 
háve very little energy, and the 
reál Reflex can be determined by 
watching the enemy energy 
readout bar. 

MSraMnite 

Has a speciál defence mode where 
It curis up Into a balí and launches 


slde shunt shouid 
be ušed to 
combat this and 
Its spray fire. 
Then, by 
dropping a bomb 
on Its head, 
followed by a 
burst of laser fIre, 
the job shouid be 
complete. 


'France 

JkmcĚšan 

The oniy reál threats posed by 
this sentlent are Its speciál homing 
projectlles. But these onIy háve a 
limited range, are slow-moving 
anyway, and are therefore easlly 
avolded. Plasma or laser fire 
shouid také care of Arachan In no 
tlme at all. 

'ScorcĚĚ 

Scorch Is a snake-llke, hlt-and-run- 
type sentlent which Is capable of 
burrowlng Into the ground and 
resurfacing In a completely 
different locatlon to ambush you. 
When fighting Scorch you shouid 
keep a careful eye on his radar, as 
It can stlll be tracked while 
underground. Because of thelr 
large blast rádius, vortex bombs 
llnked wlth plasma are best ušed 
agalnst this particular gadge. 
'Buxxstnnr 
Buzzsaw Is another flying 
sentlent, but unilke Sentinel Is at 
home either on the ground or In 
the aIr. Agaln, keep an eye on this 
badster's radar when Iťs airborne. 


mortar bomb attacks on you. To 
damage Granite you must walt for 
It to come out of defence mode 
and attack It before It has chance 
to re-adopt ‘The Hedgehog 
Positlon’. When the sentlent Is In 
defence mode you shouid back off 
to around 7000 units and walt for 
your chance to strike. 
FirebaĚĚ 

The non-bijou FIreball Is a massive 
blped wlth no less than six energy 
projectlle launchers and a speciál 
stomp attack which It uses to 
pound you Into dust. You must 
constantly avold fire by slde 
shunting, and back away from 
the stomp attack whilst hitting 
FIreball wlth, basically, everything 
you’ve got. 


Jnpnn 

The last level, wlth the hardest 
sentlents around. Even we 
struggied to beat these mullers, 
but this Is what you need to know 
to savé the Earth. 

A crab-llke glant, Claw mixes 
heavy firepower wlth good 
dodging skllls. The best way to 
beat It Is to simply pound away. 

Er, thaťs It. Sorry. 
JkrcšipĚšt: 

Benefits from a unique design 
consisting of an eagle-type head 
mounted on a bizarre, gllding 
tripod. If you remain static for too 
long, Arclight wlll unieash Its 
speciál spread shot, which causes 
massive damage on contact. So, 
er, move obout and that lot. 
FĚnmefmnT 
Flamefront Is a mixture of wolf and 
man, wlth fast movement, 
powerful weapons and excellent 
dodging skllls. Your best bet here 
Is to home the monkey as much 
as possible, and employ hlt-and- 
run tactics. 

The finál, massive, stupldly-hard- 
to-beat glant, wlth two massive 
guns In plače of arms, Colossus 
wlll use Its head as a battering 
ram If need be. Fire and dodge 
constantly and be prepared to 
move fast If It decides to butt you. 
We'llbring gou more next month. 


nPRL 






















Sdccr 

jgwnmJk/cmMWĚW 

or Tt. mTSmĚ/ 

Get to the Random Select 
question mark on your side. Now 
press and hold L2 before 
performing this sequence: 

€Ěrc 

Akuma - Left, Left, Oown, Oown, 
Down 

BIson - Left, Left, Oown, Down, 
Left, Oown, Oown 
Then press Triangle and Square or 
X and CIrcle. 

'Wf^ou are 
'M*Ěa^er T^nra: 

Akuma - Right, Right, Down, 
Oown, Right, Oown, Oown 
BIson - Right, Right, Oown, 
Down, Right, Oown, Down 
Then press Triangle and Square or 
X and Circle. 


ra seĚect 'Dan: 

Move the cursor to the Random 
Select question mark on your side 
of the sereen. Hold L2 and R2 then 
press the followlng buttons 
quickly; Triangle, Square, X, O, 
Triangle. This shouid work in either 
one or two-player mode. 

For the second colour, press 
Triangle, O, X, Square, Triangle. 

To figHtJIkĚaĚma 
ar Dan: 

Akuma -Start a one-player game 
with the goal being to get to the 
last fight without losing a round. 
Remember, winning every match 
isrft enough - you must wIn every 
match in two rounds without a 
loss. AIso, try and finish every 
round with a Super Combo. If you 
Win a total of 10 rounds with 
Super Combo finishes before you 
get to the last fight, Akuma will 
appear in plače of the finál boss 
you are supposed to fight. 


Dan: Start a one-player game and 
make sure you don’t lose a match. 
As you Win each match, choose 
the same winning quote. For 
example, after every match, hold 
Down, Triangle and Square before 
the winning quote appears, so 
that you choose the same one 
every tlme. After you win your 
fifth match you wlll fight Dan in 
plače of whoever was supposed to 
be your sixth opponent. After the 
match against Dan, the game will 
continue in normál fashion. You 
shouid find Dan pretty easy to 
defeat, uniike Akuma. 
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99 

This Is self-explanatory. WouldnT 
you just love to get your hands on 
almost a hundred lives whenever 
you fancled it? Well here’s how. 
During gameplay, press 
start/pause, then press (In order) 
and hold L2, Rl, LI, R2 and 
release (in order) LI, L2, R2, Rl. 
Press and release Triangle, then 
press (In order) and hold Right, 


Circle, Square, Cross. Now release 
(in order) Right, Cross, Square, 
Circle. Complicated but definitely 
worth it. 

70 ^antinues 

This is almost as useful as 99 
lives. When there are less than 
three continues remaining on the 
continue/game over sereen, press 
and release Up, Down, Right and 
Left in that order. 
You’ll now find 
your continue limit 
has been upped to 
a hondy 10. 

Taseea 
OĚant 
Da^ntan 

Quite why you'd 
want to is beyond 
US, but it may 
amuse you for a 
while. During the 
Playstation logo. 




press and hold R1, R2 untll the 
animation begins, then release 

Ta see tĚte ^ame 
anatĚny^ TIT set 
an ^aur sereen 
^0eMĚe ^au t»ta}T 

Another strange one you might 
want to check out. During 
gameplay, press start/pause, then 
press and hold R2, Now press and 
release Circle, Circle, Left, Circle, 
Circle, and then release R2. Press 
start/pause. 


rw>Hii. 














JN23KTPMMM - level 30 on 
Ultlmate Ooom 


M4RN75CFYX - level 54 on 
Doom II 

Pause and press X, A, LI, Ť, 4, 
R2, ^ for all weapons and 

ammo 

Pause and press 4, L2, ■, R1, 
11, • for invincibillty - 

this oniy works when youVe 
aiready activated all weapons and 


ammo, so make sure thaťs the 
čase before trying to use it 

Finál level on I am a Wimp - 

MWRNDL1VYX 

Club Ooom - Q6TLBSZ3XV 
or Q51GBZXYWV 

The Mansion secret level - 

VJXOZQCTTR 




Random odditlesl 

On options screen at start of 
match, press: 

A. A, A, A, A, X, A or 
■, A, X, ■, A, A, X, ■ or 
■, A.X.H, A, A, A. Aor 
X, ■, A.X. X. A, H.Xor 
X. X. X, A, ■, ■, ■, A or 
■, A, ■, X, ■, A 
for speciál treats such as invisible 
walis, super offence and super 
defence 

Here's how to get the Rulned 
Monastetu track: 

Piek any option that asks you to 
enter your name. If you select a 
multi-player game, onIy select a 
single player. Enter your name as 
REFLECT! and choose either 
race practice for Wreekin’ Racing 


HPfML 
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or Stock Car, or select Time Trials. 
Now go to the available courses 
and scroll through until you reach 
a question mark. The hidden 
Ruined Monastery track is now 
yours to play! 

To gain immunity from all 
damage, simply enter 
iDAMAGE! at the password 
screen. What couid be simpler? 



ifíT » 


Stage selectl 

At the title screen, press Start to 
enter the menu with Play Game 
and other options. Move cursor to 
Password and hold down Select. 
While holding Select, press ▲, 

L1, ■, then release Select, press 
A, L1,H, A, L1,H. Acircular 
select will appear. You may now 
access any stage by pressing Left 
or Right on the control pad. 


'TotaĚ TEcĚips 

'Tmmětěsg 

Get 10 continues, 
planeš and 
plasma shotsl 
Start a game and 
pause it. Select 
options on the 
Continue/Options 
screen. At the 
screen with Play 
Game and other 
options, press A, 

■, •, ■, A, ■, 

L1,L1&R1 _ 

simultaneously, 

Select, Select. The picture on the 
right turns into a skuli. Now press 

A,B. L1,L1,L1,H, A. The 

game re-starts with 10 continues, 
planeš and plasma shots. 


More plageisl 

At the team select screen, hold 
down the Select button and rotate 


-- SUBSTITUTIOn ^ 
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the directlonal pad anti-clockwise 
twice to make the expansíon team 
roster visible. You now háve extra 
players, so both members of your 
slde can be replaced. 
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Assault on Cyburbia - 

X, ■, A, A, A 

Rooftop combat - 

■, A, X, •, X 

'Ěnterceptor 

'Hjctreme 

The Loadsamoney codei 
At the mode & options screen, 
press ■. X, •. ■, X. •, ■, X, 

•. ■, X, •, ■, X, •. ■. X. •. 


Infinite weapons & 
invincibility - #, #. #, 

SPACE, X, A, X, X 

Infinite weapons - A, 

A. •, A,H. A, A.X 

Thor mode (9999 flash 
bombs) - ■, #, ■. ■. 

A, X, A, A 

Káli mode (super 
swarmers & ultra 
lock-ons) - X, •, #, 

■, X. A. •, A 

Experlence Rapier Class and the 
Firestar trackl 

Go to the player select screen, 
highiight One Player option, then 
enter the following - 


Rapier Class - hold down R2, 

12- Start & Select together. 
While still holding these down, tap 
one of the remaining ones 
Firestar Track - hold down LI, 

R1, #, START, • & X 
together. While holding, tap A 

MSejc 

Ail soits of cunning ploysl 

For the first two tricks, you must 
hold down L 1 , call up the item 
menu by pressing Select, and 
enter the following: 

Stage select - Go to Dome Area 
and press X, ■, X, T, •, 

Open ail levels - Go to any stage 
and press #, START, T, ■, 
t, 

START 

For speciál 
powers, pause, 
then hold R1 
while entering the 
following codes: 
Super jumps - 
press X, •, T, T, 

Invincibility - 
press X, ■, -L. -L, 

t, 

Electric špit - 

#, A,^, 

■. A 

99 lives - press T, #, A, -L, A, 
Fláme breath - press X, T, #, T, 
Cold breath - •, •, ♦, •, 


LI. You’ll hear an engine revving 
if youVe put the code in correctly. 
Now your cash will be maxed in 
Story and Arcade mode. 

'Vlf€MrĚ»€W%nršc 

The passwoids for vlctoryl 

Enter the following at the Speciál 
Access option - 


•YA m*s:x-0*ro rpril 





















Digital Data Capture Ltd 


Sony Playstation 
£275.00 
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Krazy Ivan £36.99 

Assault Rigs £36.99 

Doom £35.99 

Striker 96 £35.50 

Thunderhawk 2 £36.99 

Nova Storm £32.99 

Mortal Kombat 3 £38.99 

Street Fighter £33.50 

Johnny Bazooka £32.50 

Call for the best prices in the UK. ^ 

Prices include VAT, postage at £1.00 (^ío) 

Free on two items or more. 

UnitYS, Stockton Enterprise Business Centre, 

72 Brunswick Street, Stockton, ClevelandTS181DW 
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Visions 



Part Exchange Specialists 

★ LARGE SELECTION OF NEW RELEASES AND BACK CATALOGUE ★ 
★ UK AND IMPORT ALWAYS AVAILABLE ★ 

★ Playstation and Saturn Game Rental 
Oniy £1.00 perday! 

★ Large numbers of new and ušed 

games in stock. 

★ Saturn Convertors oniy £24.99. 

Ring our Tel/Fax Games Hotline 

(7 days) for details. 

Visions, 728 King Lané 
Leeds LS17 7BA 
Open untU 9.30pm 
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MICRO 


SONIC 


rNltit»n7to) AATARI' 

Joysticks — Pads, Disks HD, Disk Boxes, 
Mice, Mouše Mats, etc. 

GAMES & CONSOLES 
• BOUGHT • SOLD • EXCHANGED 

OPEN 7 DAYS A WEEK TILL LATĚ 


TEL/FAX: 01473 213132 


66 NORWICH ROAP^ IPSWICH 


BElBlBiaBlBlBIBlBigiBIBiaBIBIBiajaBIBIBIgiaiBlBlBÍBIBigiBIBlBIBIBIBIBIllál 


DUKINFIELD CONSOLES 

£289 

lne. 2 pads 

• Super Nintendo from £39.99 

• Megadrives from £39.99 

• Megadrive Games from £5 

• Super NES Games from £10 

• Sega/Nintendo/Sony/Amiga etc. 

• Bougtit/Sold/Exchanged 

• Unbeatable prices with a massive 
collection of Games to choose from. 



Credit facilities 
now available 



TELEPHONEYOUR 
OFFICIAL PLAYSTATION 
OUTLET ON 

CSnMSSESD 

OR CALL IN 

CMMUiMM© 

71 KING STREET 
DUKINFIELD 

££9 


See INSTORE demonstration unit 



Tbl: 0121511 1430 1 01215014550 FaxDlOl 544 7041 



SONY PLAYSTATION PANASONIC 3DO 
SUPER NINTENDO 


FOR SPECIÁL DEALS AND ADVICE 
Give US a call - we háve a lot to offer! 

You may compare each systém in our Games Lounge 


We háve the largest selection of new and ušed games in Sussex! 
Part exchange welcome 


ShowTime games centre 


I 12/14 WARREN WAY, WOODINGPEAN, BRIGHTON. Tel; 01273 300028 | 


OPEN EVERY DAY TIL 9pm - FAST EFFICIENT MAIL ORDER 



New Generofíon Consoles 

W[ ARl THC fim fOR AU US SNES, PLAYSTATION i SATURN IMPORTS 


SATURN IMPORTS 


Vampire Hunter 
Baku Baku Animal 
Guardian Heroes 
Alien Trílogy 
Street Fighter Alpha 
Mortal Kombat 2 
Sega Raily 
Virtua Cop 
Virtua Fignter 2 
X'Men 
The Hordě 
C^beria 

Hang on 95 


PLAYSTATION IMPORTS | American 

Super Nintendo Games 


Dark Stalkers 

NAMCO Museum 1 & 2 

Discent 

Alien Trilogy 

Street Fighter Alpha 

Ridge Racer Revoiution 

Toshinden 2 

Pro Wrestiíng 

Bio Hazards 

Tekken 2 

Actua Soccer 

X-Men 


ULTRA 04 


NOW IN STOCK 

NOW IN STOCK: Virtual Boy & Games! 

“ ■' ' \back-catalogiie^axne?Jfig.have av^řAp''"'' ■“ "**"** 

ďiscoont príeesl Phone fortrtpHiist.- 


We hově a large range of American 

Super Nintendo Games e.g. 

Yoshi^s Island 

Chrono Trígaer 

Earth Bound 

Finál Fantasy 3 

Killer Instinct 

Secret of Manor 2 (Jap) 

MK3 

Doom 

Secret of Evermore 
Breoth of Fire 2 
Donkey Kong 2 
Mario RPG (Jap) 

100'$ of other games in stock. 

Port Exchange Welcome. 

American SNES games o Speciality. 
Now in stock - Sega Saturn, Sony 
Playstation, 3DO & Neo Geo. 

Play all the latest Japanese & US 
Saturn Games on your UK Saturn. 
Call for details. 
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Corrgi'akiIa4ioríd 

YouVe ffOW peachecí 4he 

ppeview 

^ec4ion. I4V 4he l)e?4 


eb 

X-Ken: Childrefř of 4he A4oŤn 

The Marvel Comics hype continues with the 
latest in a long line of licencing coups. Oh 
yes, it is indeed a beoťem-up - what else? 

88 

BraiffcJead 19 

You’ve tried your hond at Interactive movies, 
now how obout on Interactive cartoon? 
Empire reckons yoďll love it! 


^8 

fro fifřball 

Iťs a busy month for Empire, and this is its 
slant on that old pub favourite, getting 
leathered. No! Pinba!! 















Virkjal Qolf 


Core goes a few rounds with Gremlin in 
the battle of the swingers, and lets you 
do the same on the fairwau 


lMpac4 Racing 

Wipeout, with weapons, no planeš, big 
cars and - incredibly - even more 
speed. Thaťs what JVC says... 


•I*# 

F1 

Tired of tawdry future racers? Psygnosis 
has the answer with its official F1 
licence, and it looks no less than ream 









Iťs a vs beoťem-up ťrenzy on ttie 

these Oeys. Accieim tied e 
'more i^ith Street Fighter - The M/iovie, hut 
intends to rectiťv things %vith this 
potentielly lucretive comic booH licence 




F rom their comic book origins 
to Saturdoy morning kids TV 
shows, toys, videogomes, 
rompersuits, octíon figures and 
now talk of a big Hollywood-style 
movie - no matter which way you 
look at It, Marvel Comics’ mutant 
superheroes, The X-Men, are huge. 


Children Of The Atom is the 
iatest in a long iine of superhero 
videogomes, huriing the comic 
book mutants into the 20, one-on- 
one beaťem-up genre. As you’ve 
seen from previous issues of 
PSX-Pro, this brand of consoie 
pagga is very much a standard 
feature in the worid of the 
PiayStation thanks to the 
continuation of the Street Fighter 
and Mortai Kombat series from 
Virgin and Sony respectively. 

Now Acciaim - the company 
that took the, ahem... acciaim for 
Mortai Kombat 1 and II on the 
16-bitters, Rise 2 and Street Fighter 
- The Movie on the Playstation - 
is stoking up the vs beaťem-up 
genre with this potentially 
awesome fighting spectacular. 

Starring a whole host of 
hardmen from the hugely popular 
X-Men cast, Acciaim has applied 
the playability from the Street 
Fighter series, beefed it up and 
created a vast array of speciál 
moves to produce a totally 
amazing, finger-bruising, eye- 

































popping, addictive-as-you-like 
powerhouse of a scrap. In theory, If 
nothing else. 

The rules are simple, even by 
videogame standards. You piek a 
character and you attempt to beat 
your opponent to a pulp. 1f you do, 

you Win, and if ^ - 

you don’t, you 
lose. Friends can 
join In at ony 
time, with the 
end product 
being a good 
old-fashioned 
beaťem-up. 

One thing that 
was noted in sister mag GamePro's 
Office when the Saturn version was 
being reviewed, was that CapCv .. 
seems to háve based certain 
characters’ moves around tf 
particular SF2 fighters. Col 
tends to pull off near-pe^f®. 

Zangief powerslams, Cy«. ops 
seems to be a mixture of L ith 
Guile and Ken, and IcemanL 
snowbalis require the same je ,pu^ 
jiggery-pokery as Ryu's firebail. 


Now, without 
sounding too much 
like some pompous 
know-it-all, IVe had 
the pleasure, over 
the years, of playing 
tons of vs beaťem-ups. Some are 
mint, others 
average, the rest 
downright bish. 
There’s not an 
awful lot to say 
obout any single 
beaťem-up 
really. Mention 
the moves, talk 
obout the 
combos, deseribe the characters 
and maybe chat obout the fancy 
uuw ^rounds. But it all basically 
boilr ‘own to one thing - is It any 
go vhat? 

me great pleasure to 

řií._jt X-Men: Children of the 

'\tom shot i be a reamster. It 
-eady p' jys well, sounds good, 

's tr Jt - the sprites are 
...-sSi I - and yes, the moves, 
combos and backgrounds are very 



Botman is httrtísr 
than Jut/gs Orsdltí^ 
bseauss Hs poppstl 
ttim ones in o 
graphic novsi 


satisfying. One-player mode can 
be incredibly tough - especially 
when you’re up against hidden 
mutant warriors Juggernaut and 
Magneto - and the versus, arcade 
and numerous other modes of play 
are accomplished enough. 

When the review appears next 
month, you’ll see whether it can 
make any inroads into whaťs 
aiready an overpopulated genre. 

Iťs uniikely that X-Men will 
break any gaming barriers or set 
new standards for Playstation 
pagga releases, but it aiready 
plays like a comic book fan’s 
wildest dream, and iťll doubtiess 
knock more than a few units of 
sále off the likes of Street Fighter 
Zero and Rise 2. 

AIsm Lee pin't no 
supsmsrp - f>e'e 
proper soft ontf stuff 
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Iťs an interactive c^rtoon. Don't groan. 
Vou never Knoi/v, this may be tbe one tbat 
breaHs tbe moulcf and bas a modicum oť 
playability bebind tbe ťancy grapbics and 
animation. Don't bold your breatb tbougb 
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B raindead 13 is looking 

fantastic, of that there can 
be no doubt. However, in 
the past, Readysoft (Braindead 
developer and, in America 1 
believe, publisher) has been 
responsible for many other fine 
looking games that háve been 
totally devoid of any form of 
gameplay (just think of the 
Dragon’s Lair series, Space Ace etc 
as examples). 

1 must admit I haverft seen a 
running version of the game yet - 
iťs still some way from completion 
in its Playstation guise - but my 
worries obout a possibie lack of 
gamepiay háve been eased 
somewhat. Empire promises it has 
evolved its previous ‘interactive 
cartoon’ efforts and taken them a 
step further to feature both 
gamepiay and repiay value. 

In contrast to its older brothers, 
Braindead 13 does not feature a 
set pattern of moves and 


StGve lUcNallY 
wos pronouncetí 
'brttintMPOtM' at 
birttt. We are 
stul awostsns itSs 
rscovsry 


locations, where the player is 
merely cailed upon to press the 
odd button or push in the right 
direction every now and again. 
Apparentiy, the choice of where to 
go and what moves to perform are 
up to the piayer, thanks to the 
game’s non-linear adventure style. 
If you make a mistake you can 
quickly rectify the situation, and 
Readysoft promises that not oniy 
will you be amazed by the quality 
of the graphics, music and sound 
effects, you’Il be 
stunned by the 
quality and depth of 
the gamepiay too. 
The animations are 
ali hand-drawn and 
animated in the 
style of a Disney 
cartoon, and, as you 
can see from the 
sereenshots, they 
are of TV quality 
and presented in 
ineredibly high 
definition. The game 
features stunning 
sound effects and 


‘wrapped arounď digital 
music in an all-new 3D 
stereo sound technoiogy. Quite 
how this Works I don’t know, and 
even if it was expiained to me 1 
wouid still probably struggie to 
grasp the concept, so Tm not 
going to push it. 

One of the game’s most 
attractive features is the visual 
humour that iies around every 
corner. Plenty of gags are thrown 
in to keep your interest up during 
the animations where you aren’t 
participating - a feature sádly 
iacking in the past. The plot is aiso 
pseudo-amusing, throwing up a 
heady mixture of comedy, horror, 
action and adventure. 

The animators at Readysoft 
háve been toiling away to bring 
the mánie characters of Fritz, 
Laňce, Vivi Vampire, 

Frankenmouse and Or Nero 
Neurosis to life in time for a launch 
later this year. 

The story begins at the secluded 
castle of Dr Neurosis. Laňce, a 
Computer repairman, is asked to 
make a late-night house cail to the 


castle. He is greeted at the dooř by 
Fritz, the half-pet, half-human 
servant of the Ooctor, and is 
shown where the probiem Iies. 

After tinkering around for a 
while. Laňce discovers and solves 
the computer’s fault, but this ieads 
to bigger problems of his ownl 
Because of his new-found 
knowledge of a sinister pian to 
také over the worid, the evil Brain, 
Or Neurosis, orders Fritz to dispose 
of Laňce in any way possibie. 

Your goal is to dash through the 
castie destroying all the Computer 
terminals you find. The more you 
destroy, the closer you come to 
the finál confrontation, where you 
face Or Nero in his own laboratory 
for the ultimate chalienge. 

That shouid give you a flavour of 
what the game’s about, but as for 
how it will play. Tm afraid the 
jury’s out. Tm still having 
reservations about gamepiay, and 
until I see something that 
convinces me otherwise (hopefully 
the review copy). Til find it very 
hard to overcome my fears. 
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Witli unt>eliev 9 ble grapliics and sound, and 
ttie 9 ameplav to matcii, Empire'a v^ro Pinball 
atanda a better than averaae crhance oť 
bloodvSno the noaaa oF ita deadiv rivala, 
VirQin'a TiK and Ocean'a True f^inball 
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Locatlon: Rocky’s Boxing Ring 

Debator: 

Alex Lee 

Debdtees: 

Neil Jackson 
Paul Roundell 
Steve McNally 
Jim Eagers 

Alex Lee: Are sequels any good? 
Paul Roundell: They aiways set 
out as an idea just to make money 
- 1 don’t think you’re ever llkely to 
get a sequel to a poor game. 

Steve McNally: They’re not doně 
just to make money. You know 
what programmers are like - they 
think, We can také It further now 
with the new technology. Like 


got the first, then iťs better to buy 
the second one surely. 

PR: Then again, youVe got to 
imagine that most of the best 
ideas wouid háve been ušed up pn 
the first one. 

AL But with footy management 
games iťs aiways nice to buy the 
more recent ones, because they 
háve more up to dáte players. 

PR: What l’m saying is that you 
shouid be oble to buy data discs. 
N3: Games that tend to spawn 
sequels are successful games to 
begin with, hence the sequel 
when the software companies 
realise there’s money to be mode. 
But 1 think a lot of the reason why 
games are successful, is the fact 
that there’s usually a lot of 
originality in the first plače. This 






Myst for example. 1 was reading 
the back of the box and you couid 
telí they were really getting into 
doing a sequel. They enjoy doing 
it. Iťs not just obout money. 

Nell Jackson: Sequels never seem 
to recapture the reamness of the 
originál game. 

PR: They might be as good as the 
originál, but too similar. For 
instance, in the čase of Premier 
Manager, all three releases háve 
been ream games. From a discs 
point of view, they shouid háve 
been data discs for flve or ten 
quid, but obviously with consoles 
you can’t do that. 

AL Your argumenťs coming from 
the standpoint that youVe aiready 
bought the first one. If you havenT 


makes them stand out from other 
games and seem speciál. With a 
sequel, the game couid be just as 
good, but the originality isn’t there 
any more. Therefore iťs not as 
good. 1 can’t think of any game 
thaťs been enhanced by a sequel. 
AL What about Lotus Turbo 
Challenge on the Amiga? 

PR: Id say Lotus 3 was better than 
Lotus 2, which was better than 
Lotus 1. But for the time each one 
was released and the technology 
that was avallable, Lotus 1 wouid 
stand above the other two. 

AL How obout on the Playstation, 
with the likes of Ridge Racer and 
Toshinden? 

PR: You can’t say Ridge Racer Rev 
isn’t ream, but iťs a disgrace 



they’re asKing another 45 quid for 
It. My main problém with Ridge 
Racer was the fact that there was 
oniy one track, albeit with a few 
variations. Rev is much the same, 
but with variations on a different 
track and a couple of new cars. 

AL What if all sequels were to 
háve different game engines from 
the originals? 

PR: Iťs difficult to say, because a 
different game engine makes for a 
different game, and that might 
disappoint the people who really 
loved the first one. 

AL Do you think, generally 
speaking, that sequels are a con? 
PR: 1 think sequels seli on the 
name that the originál made, such 
as Mortal Kombat for example. 

AL How obout something like the 
Wing Commander series? 


SM: Once you get past one and 
two, three and four háve been 
identical. But because they’re more 
of an Interactive film, iťs the story 
that counts. 

AL Wouid you enjoy playing Wing 
Commander lil more if youtí 
aiready played the first two? 

SM: Yes. The Progressive story 
Works a treat in Wing Commander. 
N3:1’d say most games don’t come 
out with the idea that this is the 
start of a series. Iťs more a čase of 
- oh ream, this has doně quite 
well, leťs chuck out a sequel. 

AL How obout the Mario series? 
The idea behind each one of them 
was to make as non-linear a 
platform game as you couid, but 
with pure ievels and characters. 

The ideas were the same in each, 
but the gameplay was different. 
PR: IVe never played a Mario 
game apart from Mario Kart, but 


from what l’ve heard of them, it 
seems a fair enough point. 

AL So sequels are a valid purchase 
then, in certain circumstances? 

PR: It wouid be nice for me, as a 
reviewer, to never see a sequel, but 
you can’t blame a company for 
producing a follow-up when they 
know iťs going to seli. Iťs all down 
to public demand. Therefore they 
are valid, aithough not perhaps the 
best way forward. 

AL Can programmers be blamed 
for lack of originality? 

PR: Most programmers seem to be 
really into what they do. I think 
the boys In suits who put pressure 
on them to produce another game 
are to blame. 

Jim Eagers: Sequels are often 
reamer, but why couldn't they 
háve been ream the first time 
round? You’d be gutted if you 
bought the first one and then 
you ended up getting an 
inferior version - especially if 
the sequel came 
out shortly after. 
AL Street Fighter 
moved from a 
horizontally scrolling 
beaťem-up to a vs 
beaťem-up. 

PR: Thaťs possibly the best 
example of a game getting better. 
JE: Respect for striving for 
perfection, but software companies 
are harsh aren't they? Respect for 
Street Fighter II Turbo, though, 
because that was significantly 
better in terms of speed, number of 
characters and the extra moves. 

NJ: When you read a feature obout 
a forthcoming sequel and the 
programmers go on obout how 
they had all these ideas for the 
first game, but they couldn’t fit 
them in, so they’re putting them in 
this one, you háve to ask yourself, 
if they had these ideas, why didn't 
they put them in? 

PR: I don’t think iťs the fault of the 
programmers. Iťs the pressure put 
on them by the suits. 

NJ: Or maybe iťs time restrictions 
because the suits want a game out 
at a certain time. 1 think thaťs 


disgraceful on the part of the 
software company, because 
basically they’re admitting that 
they brought out a sub-standard 
product the first time. 

SM: A lot of iťs down to deadlines. 
If they háve to get the product out 
for Christmas, they carft keep on 
programming forever. If they did 
that youtí never get a game. 

PR: If a company brings out a 
sequel and says, Iťs everything we 
wanted the first one to be, iťs 
really a čase of, well don’t bring 
out the first one. I think things are 
rush-released by nátuře of the 
deadlines they set themselves, and 
then they decide that theyVe got 
another six months to carry on and 
make a better one. 

AL Has anyone here ever bought 
any sequels? 

PR: I played PGA Tour Golf on the 
Mega Drive and bought PGA 2 and 
PGA European Tour as a result. 
They all had slight tweaks in 
gameplay and different courses, 
but that didrft really justify the 
extra expense. I was wildly fanatic 
and I wanted any difference that I 
couid get. So thaťs me being a 
stupid consumer. 

PR: The demand is created by us. 
You can’t put all the blame on 
software houses, because people 
like US will go out and buy sequels 
whether they’re any good or not. 
AL A lot of sequels are worthwhile 
in that čase. If it was proved in any 
way that they sold worse than the 
originals, theytí stop doing them. 
NJ; I think sequels seli better, 
because as time goes by more 
people own computers and 
consoles. Elitě came out beards 
ago on the BBC, but Ití say 
Frontier sold more copies. 

Tápe Debate conclusion #5 
Sequels are the finest. We don't 
háve to buy them, but we still do. 
Who caies if there's no originality 
when the first version of a game's 
good enough to warrant a sequel? 
And if youVe missed the initial 
releose, the sequeťs piobably a 
better bet anyway. 
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busY plugging i/vitb tbe Bizarre 

Creations team to slipetream tbe 
oppoeition beťore pulling out to overtaKe 
i^itb this ultimate arcabe racer 



winnSns 


Just one of 
the many 


auailable to 
tho player 
during a race 


W hen the development of 
F1 initially got underway, 
nobody couid foresee the 
grind of creoting o game which, 
olthough detailed in every woy 
possible, retoined the feel of on 
orcade racer. The team of seven 
programmers, five artists 
and a researcher from 
Bizarre Creatlons háve 
knuckled down though. 



and the pian is to háve F1 released 
by July. And to dáte iťs looking like 
being a monster. 

Bizarre Creations has been 
responsible for a number of games on 
other formats over the years, 
including The Kiliing Game Show, 
Fatal Rewind and Wiz ‘n’ Liz. Now iťs 
taken up its most ambitious project to 
dáte. Formula One is supposed to be 
the most accurate racing sim in its 
field, and iťs 
possibie it couid 
turn out to be 
exactly that. 

All the teams 
and drivers from 
the 1995 season 
háve been 
included, and the 
17 championship 
circuits háve been 
scrupulously 
studied so that 
every bump in the 
tarmac is there. 
Over 100 hours of 
video footage has 
been watched 
time and again, 


so that every building, 
advertising hoarding and tree is 
precisely where it is in reál life. 

The oniy things missing are the 
cigarette adverts. 

The cars themselves háve been 
developed from team diagrams, 
photos and video to ensure they 
are the most iife-iike vehícies ever 
seen on ony formát. 

On top of ail this there are 
numerous camera angles to 
choose from, including an in-car 
view. And for the compietist there’s 
even commentary from the God of 
Grand Prix coverage, Murray 
Walker. In all there’s over one hour 
of Walker’s ramblings, and there’s a 
great random element to his 
outbursts to prevent the 
commentary from becoming stale. 

Computer drivers will háve their 
own skill rating. For example, 
Nakajima isn’t the most reliable of 
drivers, whereas Aleši is much 
more likely to háve his share of 
high-placed finishes. On the other 
hond, everybody is capable of 
slipping up on the odd occasion, 
and this keeps things interesting. 












FAST FACT 


in witíttt 

fofmula~ 


The weather will play an 
important part in the proceedings 
too, as the relevant climate for 
each F1 host country has been 
taken into account. 

There are aiso a couple of sKill 
levels available, depending on 
whether you wish to spend a llttle 
time setting up your car to gain 
maximum performance, or simply 
play in arcade mode. which puts 
you straight into a roce. 


In-car sound effects háve been 
obtained by physically strapping a 
tápe recorder to a driveťs body 
during testing. The out-of-car 
effects háve aIso been recorded. 
The soundtrack features, amongst 
others, three tunes licensed from 
guitar poseurs Joe ‘Satch’ Satriani 
and Steve Vai. This keeps things 
very rock orientated. 

What is apparent at this stage is 
that F1 is going to look and sound 


Damon Hill s 
UJilliams car is 
perfect in 
euery ixiay to 
last scasons 
reál thing 
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top-notch. And with a two-player 
optíon aiso beíng looked into, F1 
couid quíte conceívably become 
the best Grand Prix racer ever 
seen. And we’re not just 
taiking obout on the 
Playstation either! 
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l/i/ith previoue Plav^tation golť games 
proving less ttidn successťul, core Deeign 
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ploying o gome oť golť in virtuol reolitv' 


Také yourb 

























G olf games are aiways 

popular, but the Playstation 
has yet to be graced with 
one that couid even be described 
as half decent. The games in the 
first batoh, námely PGA Tour Golf 
‘96 from Electronic Arts and World 
Cup Golf from US Gold, were 
passable and awful (in that order), 
and neither did justice to the 
similar games we háve all played 
in the past on other formats. 

But as with most genres, a 
couple of new games are in 
development, and they both look 
like they couid well redress the 
balance. There’s the amazing 
Actua Golf courtesy of Gremlin 
(which doubtiess youVe aiready 
played thanks to our exciusive 




Core has 
shied atuay 
from makíng 
the game 
‘option heauy' 


Vou caři 
play as 
either a 
male oř 
female 
golfeř 




demo), and then there’s this game, 
Virtual Golf from Core Design. 

Taking a more arcade-like 
approach to the sport, this is being 
pushed as the very first golf game 
to utilise a real-time 3D 
environment. The programmers 
háve tried to také a step away 
from the menu-heavy controi 
Systems that háve become the 
norm, and pian to give the player 
something instantly accessible 
that will také time to master. 

There are six play options, 
ranging from the usual 18-hoie 
practice round and skins challenge 
for money, right through to an 
exciting three-hole tournament 
shoot-out against another team 
mode up of either Computer 
players or a couple of your mateš. 

There are four courses available 
to choose from. Two of them use 
amateur tees (The Bowery and 
Kilmarney), while the others 
(Penperro and Gleniochrie) are 
more difficult. To play the latter 
two courses you must háve 
attained professional status. This is 
achieved by obtaining passwords 


which are given out when you win 
on either of the two amateur 
courses. This lends the single- 
player game more of an element 
of longevity, as well as giving you 
a good indication of whether all 
that practice is paying off or not. 

I assume the courses themselves 
are replicas of real-life equivalents, 
but not being a big golf fan 1 can’t 
say for definite one way or the 
other. Either way, though, they are 
all challenging and will provide 
you with a progressively more 
difficult round. 

The graphics aren’t exactly 
photo-realistic, but they are quite 
pleasing to the eye, and provide a 
nice change from what weVe been 
forced to get ušed to. 

On the whole, Id say Virtual Golf 
is shaping up nicely. Players 
looking for a realistic yet less 
fiddly golf game couid well find 
the answer here. Core has got an 
excellent reputation on other 
formats, and while this isn’t the 
company’s highest profile release, 

It shouid provide a platform for 
bigger and better things. 
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T he Guinness must háve 
worked wonders on Oublin- 
based developer Funcom 
when work on this project begon. 
Combining the speed of Wipeout 
with the hord racing elements of 
RIdge Rocer, Impoct Racing couid 
well be whot the worid ís woiting 
for. By no meons is ony ospect of 
IR truly originál, but the skill and 
precision of the progromming 
meons it oll works very nicely. 

There’s the standard futuristic 
storyline obout a cold, heartless 
World and TV violence, but to be 
honest, does anyone really care 
too much obout these 
stereotyplcal backgrounds? 

Before the roce can begin, you 
must decide which of the six 
differing cars you will be 
controlling. Each vehicle has its 
own specifications in terms of 
armament, acceleration, handling 
and armour. Your choice of car can 
be the difference between winning 
and losing. 


There are 10 
circuits in all, with 
some bonus tracks 
between the levels. 

These may oniy be 
raced upon when 
enough cars are 
wiped out in the 
main races. New 
weapons can be 
collected on the 
bonus stages, and the relevant 
power-ups will then appear during 
the normál racing. 

The races themselves are fast - 
furiously fast - and littered with 
power-ups which range from lasers 
to heatseekers and smart bombs. 
Each joypad button releases a 
specific weapon. Luckily, the pad 


functions can be defined to your 
liking, so the more useful and 
regularly ušed weapons can be 
kept close at hond. You’ll be 
needing them all at some stage, 
though, so be warned. 

The screen display is as 
uncomplicated as possible, with 
speed, number of kilis, lap counter. 


HPWL 











Bělotu: One of tne 
cars auailable. 


Choose carefully 
oř you may not 
tiue to reyret it 


armour status and 
weapon supplíes on top 
of your own energy bar. There’s 
aiso a radar which shows any 
opponents who happen to be 
lurkíng ín the ímmediate viclnlty. 

There is an option to savé your 
results after every bonus track, and 
there's aIso a password facility for 
people without a card. Both work 
well in their own ríght. The oniy 
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flaw at this moment in tíme is the 
lack of a two-player game. This is 
an option which aiways vastiy 
increases the quality of a product. 

To make up for this, the cars 
move at a blistering páce - iťs 
difficuit to think of another racing 
game which comes ciose in terms 
of scrolling speed. Even Wipeout 
struggies to stay the páce. 

Graphicaiiy, Impact Racing 
looks impressive in its 30 
environment, and there’s no 
noticeable slow-down when the 
screen becomes a battling mass of 
twisted metai and explosions. 

The in-game music is aiso very 
Wipeout-esque, with fast, pumping 
techno beats. The voiume of 
the music can be altered to 
your preference, so the 
sound effects can be either 
at the forefront or suiking 
behind the soundtrack. 

A full review of Impact 
Racing will be appearing 
very soon indeed. 
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^rom i3iĚ€t^in9 videogames, 

the two most popular pastimes of 
the late-teens/early 20s male (the 
typical PSX-Pro reader) are 
watching videos and listening to 
music. The thre*e go hond in hond 
as the major leisure activities of 
the 90s, and as far as you, the 
punter are concerned, two of them 
work in essentially the same way. 

When you walk into a video 
shop, the main thing on your mind 
is which film to rent. A swift 
perusal of the shelves keys you In 
as to which releases are available, 
and then Iťs a simple čase of 
parting with a couple of quid and 
lurching off home. Same with 
music. Avoid the geeky Office 
workers buying PhiI Collins, 
choose your CDs, pay your whack 
and the job is a good one. 

You certainiy don’t stand there in 
the video shop 

thinking, Well 
I really 
wanted to 
rentDie 
Hard With a 
Vengeance, but it 
lsn’t available far 
my Philips video 
recorder, and I qulte 
fancy Weekend at Bernie’s 
2, but thaťs oniy out fot the 
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Amstrad 
double decker. 

Similarly, you 
wouidn't 

specifically buy a Sony 
stereo because our friends 
from Japan had just bought up the 
Oasis licence, or a Daewoo 
mini-disc player because this was 
the oniy platform on which the 
latest New Order compilation 
re-release was due. 

Ever since hi-tech home 
entertainment became big 
business, dozens of companies 
háve competed for market share, 
each one developing dozens of 
different products. The shops are 
swamped with video recorders and 
stereos, and every single one 
claims to be the product that YOU 
cannot do without. 

A decision to buy one video or 
stereo over another is made 
entirely without regdrd for user 
support. Everything works on 
everything. and if, in your opinion, 
a certain machine offers better 
features, a more attractive price, or 
is of greater aesthetical vaiue, 
then you'll také it. 

The first record player was sold 
long before any of us were born, 
and the video recorder has been 
around for over two decades. The 



videogame industry is new, and 
like any youngster, wants to háve 
its cake and damn well eat it tool 

Také Nintendo, Sega and of 
course Sony. They dorft develop 
consoles to make money, but as a 
platform on which to make money 
from the sále of games. 

All three companies develop 
games themselves, seli them at a 
profit and make a bucketload of 
money. Good for them - thaťs 
what iťs all about. But they aiso 
cater for third party development 
(you know, companies like 
Acciaim and US Gold). 

Because of the cost of 
development and the price that 
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needs to be paid before they are 
simply ‘alloweď by the Big Three 
to releose their game on a specific 
formát, third parties wlll more often 
than not choose to bring out thelr 
product on just one machine. 

More recently there’s been the 
arcade conversion boon, with top- 
class Products such as Ridge Racer, 
NBA Jam, Sega Rally and Virtua 
Cop finding their way into our 
homes. One or two make it across 
all formats, but for the most part iťs 
a lucrative one-machine deal. 
Lucrative for both the developers 
and the console boys. 



who know that a big name 
game will seli their 
machines and present 
them wlth further 
opportunities to cosh in. If 
you own a Playstation, iťs uniikely 
you’ll be oble to afford a further 
outlay of several hundred pounds if 
a tempting Saturn game comes 
along. You’ll opt instead to buy 
another PSX effort of possibly 
inferior quality (or vice versa). 

Iťs as if Sega, Nintendo and now 
Sony are afraid of direct 
competition, preferring to stay in 
their corner and cater for a smáli, 
lucrative niche, instead of selling 
their machines on the strength of 
pricing, build or added features 
(buy a PSX and play Sega Raliy, 
but enjoy the same game on the 
Saturn in glorious Dolby 
Surround Sound, for example). 
Videogames do not represent 
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bad value for money. Neither do 
COs or videos, or the ultra- 
compatible equipment they serve. 
And if the console manufacturers 
wouid oniy háve sufficient faith in 
the quality of their machines to seli 
them in direct competition with 
one another - with games 
compatible across all formats - 
then we’d all be happy and 
content. Wouldn’t we? 
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Oear PSX-Pro 

I háve just read your article on old 
consoles (issue 3), and 1 feel you 
were unacceptable with some of 
your comments, for example: old 
games = crop games. 

I háve a ZX Spectrum and I 
love most of the games I own, 
especlally Paperboy. This game is 
far more challenging than any of 
the latest beaťem-ups, including 
Tekken. As for the chunky graphics 
comment, I wouid like to point out 
that the most exciting game ever 
created for any console is Pong - 
plenty of chunk, plenty of hours of 
fun. In the latě ’80s it was much 
harder to produce a game such as 
Jet Set Willy, but nowadays a 
game is mostly paid for by 
millionaire companies, and Is very 
quickly produced. 

1 wouid never buy any of the 
next generation consoles, because 



as the name suggests, they are for 
the next generation - this 
generation shouid prefer Spectrums 
and Amstrads. If I had to choose a 
console it wouid be the NES. 

I know everyone in your Office 
has at some stage played Chuckie 
Egg and enjoyed it. Without these 
classic games you and your stupid 
CO-driven consoles wouid never 
hově existed. I think I speak for the 
whole nation, but they don’t háve 
the bottle to say anything. So, 

Paul Roundell, come round to my 
house and ťll kick your arše in a 
game of Arcanoid. 

Rlck HIbbert, Spectrum 
Appreciatlon Society, 
Manchester 

Paul replles: 

You ought to go on tour with 
materiál like that Rick, because 
you’re obviously a talented 
comedian. Actually, you are correct 
- without the early forerunners, 
games such as Total NBA and 
Actua Soccer wouid not háve 


existed. But then, without the bish 
old bi-planes of the 19th century 
we wouldrft háve Concorde today, 
and which wouid you rather travel 
abroad on? 

And one more thing - Pong 
was NOT exciting, and it did NOT 
háve chunky graphics! 

Dear PSX-Pro 

I am writing with regard to your 
reviewing proceduře. I know it is 
the čase that individual writers 
review the games, but are the 
views of other members of the 
team taken into consideration? 

The reason 1 ask this is that 1 think 
iťs important to make it known 
that the word of the reviewer is 
NOT law. 

A čase in point is your review 
of Warhawk. Your reviewer didrft 
much care for the game, and thaťs 
putting it miidly. Another 


mag at the majority, and early 
indicators are that we’re doing just 
that. But we’re monitoring the 
situation ali the time to stay ahead 
of the game. As for your opinion 
regarding the word of the reviewer 
not being law; well, we believe 
that our word Is law - thaťs what 
PSX-Pro is ail obout. We don’t just 
pluck a score out of the air, and in 
fact we do confer obout the marks 
games receive. And of course, 
because we’re not an ‘offlcial’ 
magazine, ie we aren't puppets of 
Sony, we can give a thoroughly 
honest opinion of its games (of 
which Warhawk is one). 

Oear PSX-Pro, 

You asked for any femaie 
Playstation fans to get in touch, so 
here I am. I read last issue's Tápe 
Debate regarding sexism in 
videogames, and in my opinion 



magazine however, did think it 
was good, and personaily 1 agree 
more with them on this matter. 

It wouid Work for me if the 
reviews were to include a 
paragraph/mini-review from other 
members of the crew. I wouid then 
perhaps be oble to get away with 
reading just PSX-Pro - which I 
subscribe to - instead of coughing 
up for the official magazine and 
the publication with the added 
‘Plus’ as well. 

Apart from that, keep up the 
good Work. Maybe aim the reviews 
at a slightiy older audience, as not 
ail PSX owners are teenagers. Tm 
in my mid-20s, as are at least three 
members of your team and most of 
the other PSX owners I know. 

All the best, 

Jason R Burgess, Edmonton, 
London 

PSX-Pro replles 

Your comments obout the age of 
our readers háve been taken on 
board Jason. We want to aim the 


they are sexist compared to the 
amount of femaie gamesplayers. 

rve been playing videogames 
since I was eight, and know from 
experience that the market is male 
dominated. I aiso realise that not 
every game can be full of femaie 
characters, as software companies 
wouid go broke. 

All I wouid like is an occasional 
game where the roles are reversed, 
ie a femaie character (not a blonde 
bimbo wearing a skimpy bikini) 
rescuing a male character from 
danger. Another idea is to be able 
to choose a maie or femaie 
character at the start of a game. 

Barbie on the NES, which was 
a game made specificaily for giris, 
didn't seli because: 

1. It was a load of rubbish, and 

2. A gameplaying girl was not 
likely to be interested in Barbie 
going to the shops or getting ready 
for a dáte with Ken. 

Giris don't want ‘bringing up 
babies' or ‘recipe’ programs, and 
not every girl likes Také That. 
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Anyway, thanks for reading 
my letter, especially since it is 
from a girl as young as me. By the 
way, hi to everyone who knows 
me at Banff Academy. 

Yours hopefully, 

Cdith Cray (aged t2), 
Banffshire 

Dear PSX-Pro 
My boyfriend and I own a 
Playstation and we decided to 
buy your mogazine to see what 
the score was. First off i wouid like 
to congratulate you on an 
excellent publication with 
realistic reviews. 

Unfortunately, as i was 
reading through the mag, i found 
the debate on. Are Computer and 
videogames sexist? in the 
Christmas issue. Well, 1 don't think 
the games are that sexist, but I do 
think some of the debatees are. 


sandwiched between a couple of 
démonie hilis In Yorkshire where 
your brother is your uncle, and 
your father’s married to his own 
mother, who aiso happens to be 
his sister, so his views are bound 
to be a little twisted. Thanks for 
your other comments on the mag 
though, and thanks especially for 
being a couple of ream chieks. 

Dear PSX-Pro, 

We háve come up with some 
ideas for games consoles that 
we think wouid help Sony corner 
the market: 

•Sony PlayPen - for children 
under 36 months 
•Sony PlayBus - for children 
between three and five. The 
PlayBus aiso has an upgrade for 
older children - the Double 
Decker PlayBus. 

•Sony PlaySchool - for children 


Playstation? I understand that at 
the moment it is possible if you 
use the ‘Pen Triek’, but the 
confusion begins with the quality 
of the game. You said last Issue 
that the game plays in mono oniy. 
Is this using the composite scart 
output or the RGB scart output? 1 
am led to believe that if you try 
this triek using RGB scart output 
on a TV capable of 50/60hz 
sereen you will get full colour. 
Couid you please confirm this? 

Aiso, do problems oceur 
playing US 
games on a Jap 
machine and 
vice-versa? Since 
all machines are 
capable of 
50/60hz sereen, 1 
cannot see why 
there shouid be a 
problém. Finally, how much is a 
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Who does that Neil Jackson think 
he is? Did you pluck him from the 
stone age just for this debate? I 
personally háve no inclination to 
play a game about ‘recipes’ or 
‘how to bring up babies and stuff’. 

Til admit I prefer games like 
Rayman, and I can't wait for Cool 
Spot 3.1 aiso love Ridge Racer 
and Wipeout, and MK3 is 
excellent. So Neil Jackson needs 
to wake up to the ’90s! 

You aiso wanted to hear from 
‘chick Playstation fans’. Well 1 am 
one ďm 22, by the way). Thanks 
for taking the time to listen to my 
moaning, l'm not usually like this. 
Yours, 

L A Menzles, 
Clackmannanshire, 

Scotland 

PSX-Pro replles 

Well, it certainiy looks as if Neil 
has upset the lassies north of the 
border. Actually, it isn't entirely his 
fault. He comes from one of those 
bizarre rural communities 


who háve recentiy started school. 
•Sony Play Doctors and Nurses - 
for 7-13 year oids. 

•Sony Play-With-Yourself - for 
ages 13-16 (aiso good for those 
who carft afford the games). 

•Sony Play Around With Secretary 
- for middle-aged people. This too 
has an upgrade - the Sony Play 
At Trial Separation From Spouse. 
What do you think? 

Yours sincerely, 

Richard Stammars and 
Ashley Price, Lewes, 

East Sussex 

PSX-Pro replles 

Pretty good, and with the addition 
of the essential Sony PlayUpThe 
Blues/Reds/Clarets for the 
discerning footy fan, the set wouid 
be complete. 

Nimrod of the Month 
Dear PSX-Pro, 

Is it possible to dear up the 
confusion over the ability to play 
import games on an official UK 


blue Playstation, and are they 
avallable for the generál public? 
YoCirs faithfully, 

C J Flatt, Heanor, 

Derbyshire 

PSX-Pro replles [\ j í 
Why wouid you be so dekp^te V 
to play import games on a UR'v,jO 
Playstation? As a PSX npg with 
machines capable of runninti — 
these games, we’re still not 
interested in anything but the 
finest, most widely available 
efforts. Mostly they’re a pile of 
poorly constructed toss churned 
onto larger foreign markets where 
the chance of sales is greater. We 
refuse to fill our pages with such 
crap, uniike other mags. 

A blue Playstation is yours to 
buy just as soon as you set up a 
software development company. 

And congratulations! - you're the 
first ever PSX-Pro Nimrod of the 
Month. A Container of delicious 
Armltage’s Nimrod Goldfish Flakes 
fish food is on its way to you. 












Issue Three‘s 
Of The Montfi; dnd 
deservedly so. A 
game to warm the 
cockles of reomsters 


Actua Golf couise discs - 
more courses to follow soon 
ofter the releose of actua 
golf - Gremlin 

,,, Actua Soccer (PSX3, G.O.M. 
vV:.9/10) - footy game uslng 
%:^ŮÍflítísed chris woods and 
. iv- dndy sinton - Grernlin 
i •‘Actua Tenniš - betty stove 
and fred perry are motlon- 
i:; ^j^ čqptured, commentary by 

cholmondley-Warner, maybe 

- Gremlin 

Adrenaline Factor - cyber- 
punk strategy/shooťem-up 
Aeon Flux - action game set 
in pressurised environment - 
Viacom 

Aftermath - old school 
platform shooťem-up 
complete wíth action replays 

- Interpiay 

Aftershock - strategie 
helicopter shooťem-up - 
Elitě 

Aglle Warrlor (PSX3, 8.5/10) 

- modem military combat 
simulation - Virgin 


Air Combat (PSX3, 7.5/10) - 
good-looking shooťem-up - 
Sony 

Allen Alllance - a load of 
extra-terrestrials get together 
- Virgin 

Allen Trtlogy - scary bloke 
in alien costume - Acciaim 
Allen Virus - adventure set 
in a spacestation 
Alone In the DaiK 3 - sharp 
shooting and sharp 
sleuthing - Infogrames 
Alpíne Racer - skiing 
simulation - Namco 
Assault Rlgs (PSX4, 8/10) - 
tron with posh graphics - 
Psygnosis 

Ballblazer - sports game on 
an artificiai asteroid - 
Acciaim 

Batman Forever - movie tie- 
in platformer - Acciaim 
Battle Aréna 
Toshinden 2 - sequel to 
^ breathtaking originál 3d 
beaťem-up > Takaro ^ 

Bk) Hazard ^uturístíc germ 
warfare - Capcom 
BladesOfRage - flight 
sim/shooťem-up - 
Oceán 

Blam: Machinehead 

using revoiutionary 
nanotechnology, it is 
possibie to program 
micro machines. oh, 
ream - Core 
Blozlng 
Dragons - 
fiery, 

mythoiogical 
creatures, but 
no knights - 
Crystal 
Dynamics 
Cosper - ghost 
film licence- 
Interpiay 


Costlevanla - The 
Bloodletting - all-new 
dracula epic - Kónami 
Championship Pool n - 
updated pool game - 
Mindscape 

Chaos Control - get in 
charge of a mess - 
Infogrames 

Chronides Of The Sword 

roie player - Sony 
Interactive 

Cool Spot 3 (Spot Goes Tt 
Hollywood) - red pili grows 
arms and legs - Virgin 
Cosmic Race - fast but too 
hard to control - Neorex 
Creature Shock - scary 
monsters and super creeps - 
(deveioped by) Interactive 
Studios 

Crlticom (PSX4, 7/10) - spin- 
around 30 fighter - Virgin 
Cyberla (PSX4, 8/10) - 
enhanced version search & , 
destroy set in russiq 
interpiay 
Cgbeisled (PSX 
battlezone for the nlneťlcs - 
Namco 


CybeiSpeed (PSX2, 5/10) - 
futuristic racing game - 
Mindscape 
O (PSX-Pro4, 8/10) - 
successful jap horror rpg - 
Acciaim 

O&O Tower Of Ooom - 

translation of fantasy role 
playing arcader - Capcom 
DaikNet - students sucked 
into the net are transformed 
into Virtual cyber beíngs - % 
ASC é-' 

DarkSeed n - gri^raphic 
rpg/adventure ^ 

Cyberdreams 

parkstalkeis - tolkien-styje^ 
^ Wrsus beaťem-up^ 
Capcom 
DefCon 5 (PSX2, 8/10) - 
staving off a massive attack 
on a spaceshlp - Millennium 
Destructlon Derby (PSXl 
G.O.M, 9/10) - driving 
smash’em-up that plays 
better than daytona - 
Psygnosis 

Descent - enhanced 
version of doom-style game 
- Interpiay 
Dlmm & Wltt - 
butt-kieking action in a 3d 
cartoon worid - PF Magie 
DIscworId (PSXl, 7/10) - 
tolkien mickey-taker 
pratchett gets a psx game - 
Psygnosis 


















Knighťs Chase - 

reincarnatlon, museums and 
magie gloves - Infogrames 
Krazu Wan (PSX3, 8.5/10) - 
mechwarrior wíth knobs on 

- Psygnosis 

Legaqi Of Kain - Old guy 
leaves something behind 
hím “ Crystal Dynamics 
Loaded (PSX2, 8.5/10) - 
overhead view shooťem-up 
using gouraud shading effect 

- Gremlin 

Lone Soldier (PSX3, 5.5/10) 

- hyper-violent action 
combat - Telstar 
Maico Polo - re-live his 
epic, yet rather cold, 
adventure - Infogrames 
Mozln Mahlong - whaťs the 
fascination with tiles? - 
SunSoft 

Metal Jacket - mechwarrior 
with buttons on - Sony 
Minnesota Fats - poor pool 
game with added full-motion 
video - Data East 
MLBPA(worklng tltle)- 
basebail with animation 
modelled on top piayers - 
Kónami 

Monstrous City - large town 
full of ugly brutes - Virgin 


Ooom (PSX3, 9/10) - bloody 
first- person perspective 
shooter - GT Interactive 
Dragon’s Lalr 11 - linear tap- 
tap-press knightly adventure 

- Readysoft 

Ectosphere - spooky goings- 
on based on dive barker 
novel - Virgin 

ESPN Extreme Spoits (PSX2, 
7.5/10) - ‘modem’ sports 
racing with roller blades, 
skateboards etc - Sony 
Exector - poor man’s loaded 

- Japan 

Extreme Plnball - another 
plece of wizardry from 
Electronic Arts 
Extreme Power - assault 
suits and transformer-style^^ 
planeš - Profile^;; ^ 
FantcKU Racing - rearn . 
racing game that, so fai^^ 
no-one knows anything^^^v 
about - Gremlin * 

FlFASoccer'96{PSX3, 
7.5/10) - updated 
popular footy game - EA 


FIro & Klowd - hilarious rpg 
with a cat in it - BMG 
4x4 Gear ‘n' Guts - off-road 
racing - ASC 

Fox Hunt - Interactive movie 
game - Capcom 
Frank Thomas BIg Hurt 
Baseball - baseball sim 
using reál human bone 
movements - Acciaim 
Freelancer 2120 - 
strategie cyber-punk action 
in realistic power-packed 
adventure - ASC 
G-Pollce - 3d futuristic 
rozzer sim - Psygnosis 
Gex - gecko lizard 
swiping tail to music in 
platform scenarlo - Crystal 
Dynamics 

Gears n Guts - a 4wd jeep 
game that looks very much 
like ali the 3d stuff seen on 
the Playstation so far, but is 
admittedly early in its 
production cycie - Gremlin 
The Gieot Game - spy 
adventures with reál actors - 
Activision 
Gunneis Heoven - 
standard platform/shooťem- 
up - Sony 

Harbinger - action game 
using live action video - 
v Mindscape 
3 Hard War - doně by 
software refinery ín leeds. 


Hermle 
Hopperhead -< 

mario-type 
piatformer - 
Japan 
HlOctane 
(PSX3, 7/10) - 
quick-on-the- 

bandwagon conversion - EA 
Hlve - bee’em-up - Funsoft 
Hunters Of Ralk - rpg with 
you taking the role of a spirit 
warrior - Cyberdreams 
Hyperblade - futuristic 
hockey game formerly 
known as hockeydrome - 
Activision 

1 Háve Ho Mouth But 1 Must 
Seream- ultra-violent 
rpg/adventure - 
Cyberdreams 

InThe Hunt(PSX4, 5.5/10)- 
pump shooťem-up - 
(surprise) THQ 
Inaedible Idlots In Space - 

_,_ see tnorons with weapons 

looks brílilant. iťs llke clíte, í>^“"®Rftotsa ugly aliens - ASC 


wíth big cltles bulit in 
craters. reminiscent of 
inferno, but easler to fly. 
crafts look as solid as rocks 
- Gremlin 

Heart Of Darkness - one-off 
adventure wlthfhristopher 
Iee’s voice 


ESPN Em 


Inaedible Toons - just like 
an interactive warner 
brothers' cartoon - Virgin 
Indycar Radng - less boring 
than nigel mansell - Virgin 
JacklsBack(PSX3,8/10)- 
first alone in the dark for the 
Playstation - Infogrames 
Johnny Bazookatone (PSX3, 
8/10) - proved to be aimost 
as good as its name - US 
Gold 

Johnny Mnemonic - keanu 
in a game - 

Flash (PSXl, 7.5/10) 
3d fly and shoot 
Job, looks like starwing with 
knobs on - Sony 
Klleak The Blood: The DNA 
Imperative (PSXl, 8/10) - 
repetitive doom copy - Sony 
Klng’s Fleid 2 - realistic 
’n’ monsters - Sony 
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MortalKombatflKPSXl 
8.5/10) - bloody beaťem-up 
goes 32-bit - Sony 
Motortoon Grand Prlx - next 
generatlon micro machínes 
racer - Sony 

Ms Metaveise - look for the 
most desirable being in the 
universe - Virtual Vegas 
Muppet Treasure Island - 
kiddie interactive 

.,i; entertainmept^Activisíon 

- amazfng 3d 
v*' verslon ofpc classic 
. v rpg/adventure/ puzzle/ ^ 

- " - Sony Interactive * 

^Europe 

incredibly popular pc game 
- Virgin 

Namco Museum Vol One- 

some old arcade classics 
štuek on a Playstation disc. 
Not that bad an idea - 
Namco 

Namco Museum Vol Two- 

some more old arcade 
classics štuek on a 
Playstation disc. Not that 
bad an idea - Namco 
NBA In The Zone - 3d 
polygon basketball sim - 
Kónami 

NBA Jam Toumament 
Edmon (PSX2, 8.5/10) - 
arcade-perfect basketball - 
Acciaim 

Need For Speed - quick as 
you like split sereen racer - 
Electronic Arts 


NFL (Worklng title) - 
american footy programmed 
by originál madden 
programmer - Kónami 
NFL Quarterback Club '96 - 
life-like american footy sim - 
Acciaim 

Nlnja (working title) - 
invisible high-klcking jinks 
and japanese mythological 
gear - Core 

Novastorm (PSX2, 6/10) - 3d 
shooťem-up -- Sony 
Interactive Europe 
Off-World Interceptor (PSX4, 
5.5/10) - stomach-churning 
jumps over alien landscapes 

- Crystal Dynamics 
Onside - footballing fun for 
all - Elitě 

OverklII - gory military 
isometric view action game 

- Kónami 

Panzer General (PSX4, 
7.5/10) - ssi war game - 
MIndscape 

Parasite - scary notion of a 
copper from another planet 
possessing you - Sony 
Interactive Europe 
ParodHis Ďeluxe (PŠk 

6.5/10) - stanSlard iE_ 

h/scrolling sho'oťem-up^ 
Kónami 

Tour Golf (P^iTs/lO) 
-r^íéxture-mapped classic 
golf sim - EA 

Phllosoma (PSX4, 6.5/10) - 
many-faceted shooťem-up - 
Sony 

Power Serve - 30 tennis 
with agassi & sampras 
caricatures - Oceán 
Power Sports Soccer - footy 
with piayers 
who look like 
members of 
kraftwerk - 
Sony 

Interactive 
Europe 


Powerftil Pro Baseball ’95 & 

’96 - based on j-league 
baseball - Kónami 
Powerful Family - archaic- 
style scrolling beaťem-up - 
Sony 

Premler Soccer - multi- 
perspective 3d footy - 
Kónami 

PrImal Rage - monsters 
battering each other in 3D - 
Time Warner 

Prime Goal EX (PSX2, 7/10) 

- exceedingly slow j-Ieague 
footy - Namco 

Prlsoner of Ice - beat the 
nazis (good idea) - 
Infogrames fsrsy^:, 

Project Moiph - 3d ’ 
flashback sequeL^Efé^ftónic 
Arts 

Project Oveifdil - fntehše 
military action fare ^^mum. 
Psychlc Detiective- 

sherlock holmes goes all 
cerebral - Electronic Arts 
Ralden Project (PSX 1,8/10) 

- standard v/scrolling 
shooťem-up - Oceán 


Rapid Reload (PSXl, 7/10) - 
horizontally scrolling 16-bit- 
style shooter 

The Roven Project - earth 
has been taken over, you 
must Win it back - 
MIndscape 

Rayman (PSXl, 9/10) - 
testing platform game with 
baliz-style sprite - UbISoft 
Ray Tracer - shooťem-up? - 
Taito 

Razonvlng - strategie 3d 
blaster set In a hover tank - 
Sony 

Reloaded - The sequel to 
loaded, this time with a 
puzzle element - Gremlin 
Retům of the... - tough guy 
with nunchukas - ASC 
Ridge Racer (PSXl, 8/10) - 
racing conversion - Namco 
Rise 2: Resurrection (PSX4, 
7.5/10) - thIs tlme the robots 
can jump over edefi other - 

RoadRČBh(PSX4. 7/10)- 
only decent 3do game gets « 
a timely conversion 
Electronic Arts 
Rugby League - 13 blokes 
on either slde having a row 

- Alternativě Software 

Saeaming 
fast racing sii 
Sentlent - savé a 
station - Sony Interacti 
Europe " 

Shanghal: Great Moments 
tile game with knobs on - 
Activision 

Shanghal: Triple Threat 

game with more knobs 
Activision 

Shelishock - serve a 
duty with some superfiy 
guys, battling your way 
through a series of missions 

- Core 

Shockwove (PSX3, 8/10) - 
defend the earth against 
alien attack forces in 3d - 
Electronic Arts 
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Shredfest - snowboarding 
featuring video elips of reál 
snowboorders - EA 
Sllverioad - wild west 
adventure - Vic Tokai 
Slayer - ssi first-person 
perspective adventure - 
Time Warner 
Sllpstreem - re-done in 
manga style (It was once on 
the PC, bu t this isnT a port) - 
GrernimwPCítt^^ ‘ 4: 
Solar CcllpSě f combat 
shooter In 30 textuře- . 
mapped universe - Crysťal 
Dynamics’* ^' 

Spoce Grtfm VF-9 - hl těch 
doom copy - Pahther 
Spawn - stop the mad one 
before the children 
disappear - Sony 

obscure 

twbrf^i^id gPings on - JVC 
dventure starring a 
tto - Alternativě 
^'Software 

^iblade Alpha (PSX2, 
^:5/10) " originál arcade stár 
rs game gets proper 
hles - Namco 
íiP.R.M. - underwater 
in in the 22nd century - 

Street Fighter Anlmated - 

game of the cartoon of the 
game - Capcom 


Street Fighter: The 
Movle - the game 
of the movie of the 
game - Capcom 
Street Fighter Zero 
(PSX4, 8/10) - 
another Street 
Fighter game - 
Capcom 

Striker ’96 (PSX2, 
8.5/10) - footy sim 
- Warner Int 
Sulkoden - manga 
influenced rpg - Kónami 
Sgndlcate Wars - arcade 
actlon and stratégy through 
360 degrees - EA 
Swagman - a totally 
immersive gaming 
experience,apparently, the 
storyline follows the 
adventures of zac - Core 
Team 47 Goman - action 
shooťera^up - 47 Tek 
Tekken (PSXl, 9/10)- 
incredible multl-combo 
beaťem-up - Sony 
Tekken2 - secondIrígíSund 

- and bactó;breaking beat- 
'em-up se^ * Namco/Sony 
Therhé Paik (PSX2, 7.5/10) 
-classic stratégy fest - 
Builfrog 

Thunderhawk 2 (PSX 3, 
8.5/10) - helicopter 
reamness with impressive 
explosions and carnage all 
over the shop - Core 
30 Baseball '95 - play balí 
in reallstic stadia - Crystal 
Dynamics 

30 Golf (working title) - 
arcade conversion polygon 
golf - Kónami 

30 Lemmings (PSX2, 8.5/10) 

- next generation sulcidal 
rodent-saving extravaganza 

- Sony Interactive Europe 
30 Soccer - polygon based 
footy game - Kónami 

Tlít “ colourful plnball from 
all angles- Virgin 
Time Commando - 
anlmated actlon adventure - 
Electronic Arts 


TNN outdoors Bass 
Toumament '96 - catch fish 
without getting smelly 
fingers - ASC 

Toki Mekl Memoriál Forever 

- rpg: a teenage boy 
looking for the girl of his 
dreams - Kónami 

Tomb Ralder - statě of the 
art, third-person perspective 
action adventure with a 
unique intelllgent camera 
systém - Core 
Toon Struck - warner bros 
cartoon licence - Virgin 
Top Gun - this will také 
your breath away - 
MicroProse 

Toshinden (PSXl, 9/10) - 
multi-view vs beaťem-up - 
Takara/Sony 

Total Edipse Turbo (PSX2, 
7/10) - looks like climactic 
x-wing scene in stár wars - 
Crystal Dynamics 
Total NBA 96 (PSX4 G.O.M. 
9/10) - Amazing basketball 
sim - Sony 

True Plnball (PSX3, 9/10) - 
hi and lo-res plnball fest - 
Oceán 

Twinbee puzzle game - 

bizarre pop ’n' twinbee caper 
Kónami 
Twisted Metal (PSX2 7/10) - 
3d Street racer with 12 
vehicles and loads of 
weapons - Sony 
V-Mox (working title) - fast, 
futuristic racer with 
spaceships - Mindscape 
Velodtg - action game - PF 
Magie 

Viewpoint (PSX3, 8.5/10) - 
next gen zaxxon - 
Electronic Arts 
Virus - first-person 
shooter - Sony 
Warhammer - 
official licence of 
fantasy battle game 

- Mindscape 
Warhawk(PSX2, 

6/10) - fly a 
spaceship through 
canyons - Sony 
Waterworid - film 
licence - Interplay 


WIng Commander 3 - multi¬ 
media 

platformer with mark hamill 

- EA 

Wlpeout - superfast racer - 
Sony 

World Cup Golf (PSX4. 5/10) 

- worst golf game - US Gold 
Worms(PSX2 G.O.M. 9/10)- 
pure stratégy, top fun and 
gameplay - Oceán 

WWF Wrestlemania (PSX2, 
8.5/10) - top grappling fun - 
Acclalm 

X-Com - ufo, basically - 
MicroProse 

X-Men Children Of The Atom 

- different to baby ford 
children of the revolution - 
Capcom 

Zeltgelst - gratuitously blast 
away hordes of spaceships - 
Taito 

Zero Olvlde(PSX4, 8/10)- 
what rise 2 shouid háve 
looked like - Oceán 
Zoop - addictive puzzler - 
Viacom New Media 
Zork: Nemesis - surreal 
horror story - Activision 
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P op Will Eat Itself, the cult band who provided two tracks for 
Loaded, are currently in negotiation with games publisher 
Gremlin to record a load of originál tunes for the forthcoming 

sequel, Reloaded. _ 

PSX-Pro can aiso exciusively 
reveal that Loadeďs Sheffield-based 

development team is toying with the 1 

idea of adding Ooom-perspective 
levels to the second bloody 
blast-fest. 

A new feature to be incorporated 
in Reloaded is the use of mirror T 

balls. In one location, gun fire must 
be almed at moving shiny spheroids 
in order to deflect the bullets 
tpwards their intended target. 

Six new characters, including big, f 
gun-toting Cyber nun Sister Magple, 
are currently being designed. 

We’ll bring you more Information ^(09^' 

on this exciting project next month. . 


IJJhaťs H all about? 


lile don't really knoui a lot about Blam: 
lYlachinehead yei bul uie thought 
you’d appreciate a couple of early 
pictures to uihet your appietHe. Okay. H 
looke a bit atrange, but iťs by Core 
Dealgn, and thaťs neuer a ualíd reaeon 
for eKpectíng an inferior product. 

Blam: lYlachinehead features loada of 
rendered tmagea. FTflLI and apeech, and 
plenty of action. H ahould be out 
aometime around the end of 
Bpríl/beginning of fťlay. There. you 
knoui aa much aa iiie do nom. 


As well as the 

ímpressive looking Gex, Crystal Dynamics is 
beavering away on a number of other exciting 
Playstation projects. First up there's Blazing 
Dragons, billed as King Arthur meets Monty 
Python in a ‘wacky’ graphic adventure created by 
originál Python member Terry Jones. 

AIso, there’s Blood Omen: Legacy of Kain, a 
dark and brooding adventure where you play a 


vampire and must feast on the blood of your 
victims to survive. 

On a lighter notě, we háve 3D Baseball ’96, 
the first in a series titled 'Championship Sports’. 

And finally, there's Solar Eclipse, the prequel to 
Total Eclipse. 

Psygnosis’s French development team, Virtual 
Studio Paris, has canned Porositě - previewed in 
ish three - to work on a top secret games project. 


Acciaim, Anglo Corporation, GTi and Pearson 
are understood to be vying to buy CentreGold, US 
Golďs parent company. Acciaim wouid be 
particularly interested in acquiring US Golďs 
World Cup and Olympics licences. Apparently, the 
Olympics licence includes the potentially lucrative 
rights to the USA’s Dream Team basketball squad. 
Furthermore, if the World Cup licence was 
acquired, the Probe development team that 
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Y ic Tokai, the games division 
of the massive Japanese 
Corporation thaťs got its finger 
in many pies, is having a do 
on the Playstation. Silverioad 
is set somewhere in the wild 
West, deep in a desert of 
perpetual storms. 

Once a booming mining 
town, Silverioad started going downhill when an 
earthquake came along, dosely followed by a drought. 
An Indián tribe opposed to the buiiding of the mine 
was then massacred, making the town obout as 
inviting as Bosnia. 

You piay the part of a bounty hunter who has been 
hired by settlers to savé their kids. A preacher is 
spreading the evil word, and you must stop him. Iťs a 
PC conversion, so 
don't be surprised 
if it isn't all that 
good. However, 
we’ll be keeping 
an open mind 
untii next month’s 


Hareh retaliatíon 


Time IJJamer Interactiue. purueyor of fhe 
fine Striker and the bound-to-be-nol- 
that-good Primal Rage, le chipping auiay 
a niche for Heelf in the euer-eupanding 
Playstation eoftixiare markel Retům Fire 
is out in Rmerica this month, and ehould 
reach Dritain in time for the summer. 

R military stratégy game, the mission 
objecthjes are easy, but reaching them 
is rock hard. One for pahitball fans and 
TR spode, the enemys flag must be 
located, captured and finally retumed 
safely to base. Theres a single-player 
and a tuio-player option to attempt — in 
fact all the signs are there for a potential \ 
pick-up-and-play combat classic. 

Lote of time has been epent on making 
the control systém as simple as the ^ 
game c:an alloui. Theres also some fine/ | 
graphical detail, mith spectacular . ^ 
helicopter splashdoiuns and crumbling ^ 
battle-damaged buildings instead^f J 

big eKplosions masking euerythin^u^^^^ 
Thankfully no^tR9?t 
a PC port the | 

Playstation uersion | 

has a classical | 

soundtrack a la | 

Rpocalypse Noui, a | 

Zoom mode, an i 

- --- improued radar j 

systém, and a Full- 
Screen mode. 
Preuieuied in neKt 
months PSR-Pro. l 








created FIFA wouid be oble to get 
cracking on the World Cup 1998 
game for Accloim. Anglo joint 
cholrmon Stuort Tldy commented, 
We're basically looking to acquire the 
company. 

Accloim Is, os usuol, busy 
ocquíring rights all over the plače, the 
latest being for Space Jam. This 


forthcoming action/animation feature 
film stars Michael Jordán and the 
Looney Toon characters. The PSX 
version is out In Oecember. 

Sony’s target for Playstation 
hardware sales for this year is 
between 300,000 and 375,000 - 
ambitious considering games glant 
Sega Europe made a massive loss of 


£100 millíon between February '93 
and '94. Chris Deering, president of 
Sony Computer Entertalnment 
Europe, believes that over a million 
units wili be sold in Europe by June, 
wlth two million sold, by the time the 
dust settles at Chrlstmas. Any 
re-think regarding príce or hardware 
configuratíon (whatever that Is) Is 


unilkely untll at least the end of the 
summer, aithough Deering added, 

We think that the trade In some 
terrltorles wlll také the Initlative and 
get more aggressive on pricing. 

Psygnosis is Psygnosis again after 
being Sony Interactive for a while. 

Yep, we're as baffled as you are. So 
wherever you see Sony Interactive |r^ 
















Third tíme lucky? 

Firlíndful of the mlKed recreption 
for race game CyberSpeed, 
lYlíndecape ís to attempt to 
fTiake amende uiíth lYlegarace 2. 
The fíret lYlegarace luae one of 
the companys major PC 
eucceee etoriee. and the eequel 
Ulili hH the PC and the 
Playstation thie June. 

n uirtual gameehoui prouidee 
the backdrop for the action. 
uihich features compleu multi- 
laned coureee, multi-path track 
deeigne, 3D rendered uehiclee 


and obetaclee, and a neui range 
of uieapone. FtYlU ehoui 
preeenter Laňce Boyle makee 
an unuielcome retům, but thie 
time he'e Joined by a female 
aeeietant — nk^ to eee The 
Generation Game ie etill 
influencing deuelopere. 

fVlindecape hae taken an 
unueual etep for a gamee 
publieher by listening to 
playere' crriticieme and doing 
eomething about them, rather 
than chucking out a eequel 


thaťe 
eimilar 
to a 
flauied 
originaL 

Thie time around, the emphaeie 
ie on ekilful driuing rather than 
eharp ehootíng, thue making 
lYlegarace 2 a credible racer. 

Leťe face H, after CyberSpeed 
and Pan2er General. lYKndecape 
deeperately neede to make 
inroade into the Playstation 
maee markel 


thie time hee Joined by 


v wrítten down In the mag, we 
mean Psygnosís. And for 
Psygnosis, read Sony Interactive... 
whotever. Sold Llverpool-bosed 
compony wos recently robbed, but 
o spokesmon wos hoppy to report 
thot no vítal game data for latest 
projects Tenká and Wípeout 2 was 
half-inched. 


Empire has appointed 
merchandise supplier 1SM to 
enhance the games publisheťs 
retall presence. Market-Ieader ISM 
plans to swamp Stores with 
materiál relating to Pro Pinball. 

Acciaim - the worlďs busiest 
software house? - is sickening us 
all with cockroaches preserved in 


jars. Do what? As a curious ! 
marketing ploy for new game j y . 

Bad Mojo, Acciaim sent us a \ 'jj } \ ^ 

cockroach In a jar and an invite to, / JLJL< 


a day out at London Zoo. We don’t\ 
agree with the idea of animals ^ 
being kept in cages, so none of us j 
turned up for the press iaunch. | 
More insect banter next month. 




E xpect to see lots of weak 'ploy on words’ gags 
over the next couple of months thanks to The 
Hive from Trimork Interactive. But as well as 
providing countless pun opportunities, It looks like 
creating a reál buzz amongst gamers. 

The Hive sounds like a shooťem-up to us. with 
the main aim being a quest to savé the galaxy 
from killer mutant bees called Hivasects. 
Apparently, the honey of these insects can be 
turned into a potent blological weapon for the 
interstellar mafia. The game will incorporate a 

number of 
different 
styles of 
gameplay 


(presumably in a 
similar fashion to 
the distinctly 
average 
Philosoma), 
including Taíi 
sequences’ 

(auto-piloted 
travel, allowing 
gunfire within a 
fixed screen), 
and ‘panoractive 

sequences’, ' 

which are 360-degree, 30 pre-rendered 
environments that permit the player full 

and the ability to fire in any direction. ^ 
This is a seemingly direct converslon óf 
spectacularly unsuccessful PC product, 
so we’re keeping our excitement well in 
check for the 
time being. 
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This isnt the dírect port of 
the PC uereíon some ínferícM' 
megazínee luould haue you 
belieue. Thi3 Í3 Creature 
Shock: Speciál Edition, and It 
takés the game a uihole 
atage further. Darren 
Drabiuell. producer of CS:SE 
eKplalned, Flrgonout has 
loken fhe atrwKyspheríc and 



eyíciting ufolhQbout sectíons 
fmm ihe JhH PC uersion and 
adíJed hraná neuj full-aD 
nying epiactdea ihat MAiliae 
the poujer of the nent gen 
gaiwtee machinee. 

There are uihole neuj 
leuels in there too. and an 
hnproued systém for playing 
the game. This should miK in 


metl mith uihat is already an 
enjoyable and evctremely 
atmospheric aduenture. 

lUe're assured that 
Creature Shcxrk: Speciál 
Edition is uery close to 
completion nom, and ikt het 
tums out to be the < 
could uery uiell see a i 
in the neKt issue. 
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A top secret document 
regarding videogames and 
the movies was recently leaked 
to PSX-Pro, and here are some 
fascinating extracts: 

Johnny - Iťs happened 
maní Movies based on 
videogames háve finaiig hit the 
big time! Forget the bath 
evergone took on Super Mario 
Brothers, Double Dragon and 
Street Fighter, Mortal Kombat is 
the way to go for all 
videogame-based pics. The 

_ y 'MortalMovie' - which Is 

nothin' but a half-dozen freaks 
pounding the crud out ofeach other - is polsed to 
break that preclous $ 100 mllllon mark woridwlde. 
That 's big money and that 's respectl 
Now the floodgates háve been opened, we háve 
to be ready with the follow-up projects before the 
other Imitators get any bright Ideas and start 
musciing In on our direct-to-video turf. But to 
capture those dollars we need to journey back to a 
simpler time, a time when the games were easler 
to play and easier to understand. /Ve sketched out 
a few high-concept Ideas to better define what Vm 
taiking about. 



Pong - What llfe lles beyond the Victory slot? 
What happens when you venture outside the 
game? I see this as a hl-tech cross between Slap 
Shot, Tron and Logaďs Run. And think of the 
merchandising possibilitlesl Casting suggestlons ■ 
David Schwimmer and Nancy Travis, with James 
Woods as one of the paddles. 

Asteroids - you're alone in the cockpit of a 
run-down, antlquated space shlp, when giant 
odd-shaped objects suddeniy come pouring across 
your bow, walting to crush you to death. This Is 
the ultimate metaphor for a boomer's existencel 
And Iťs low budget, high profítl Casting 
suggestlons - David Caruso or Mark Harmon. 

Missile Command - four techno-kids 
discover that the Earth Is being Invaded by 
beings from another dimenslon, and iťs 
up to them to savé us all. Think Friends 
meets Star Wars and yoďve got the 
Ideál Casting suggestlons - rustle up 
all the hot kld actors under 15 years 
old and weed out the best four. 

And there are plenty more ideas 
where these came from. You don't 
háve to thank me pal. This is why you 
pay me the big bucks. See you on the 
Web site. Best, Sld. 

More exciusive revelations next month. 

















i 

m 




T hanks to all of you who wrote in regarding the 
controversial Doom news plece last month. 
Christian Conway’s letter explained it all: Code 
M4RN75CFYX is for the finál level of the whole game 
- after you go through the teleportation chamber you 
re-materlallse in a room Inhabited by barons ofhell 
and spider demons. Code JN23KTPMMM Is the last 
code ofUltlmate Doom, aithough there are another 
23 levels ofDoom 2 left before the end of the game. 

A proper flood of letters came In on the subject, and 
here are a few selected quotes 
from the best ones: 

You shouldďt háve told Gary 
Show to chlll his boots, you 
shouid háve told him to put the 
number 2 after the word Doom 
- Matt Whippy 

Mr Whippy couid try a harder 
level. I Am A WImp Is not very 
taxing Is it? - Andrew 
Middlemiss 




You might llke to try CWDP5J665 as this will give 
you 600 ammo on your BFG/plasma - Mr M Halls 
Pause the game andpress Down, L2, Square, Rl, 
RIght, L1, Leň, Circle. You will be Invincible - thIs one 
oniy Works when you háve aiready activated all 
weapons and ammo - Jason Bacon 
When you've completed the game, some wrlting 
appears saying you can now retire to a lifetime of 
ňlvolity - Gary Shaw 

Once you háve doně It you are Invited to browse 
through all the zombles who 
háve had great fun trying to 
blow your head off. The great 
thing about this Is that they 
fall down wlth one hlt and 
you can appreclate the way 
their heads and bodles come 
apart - Alan Wishart 
Couid you please telí me 
where Club Doom Is? 

- C Slater 
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unbeĚic^abĚ^r 

nnin^free an€Ěf€wn‘€€Ms^ic€9ĚĚ^^nreĚĚ~infbmme€Ě 

fbr ^Ě%rb€at: €#/cf 

mnore bf-tbe Ěeners been receinrin^ btwiď^e 

bÍĚW€m €wn€Ětíg9s ratber ^ban br€>€M€Ěer 
FfMre trbe ^b'^ 14/^0 €#o^ 

w^b^ jroff#? Jkn€Ě ojv t:bm mubgec^ ojf 

eojTf^esjvojvflíeJVC^^ €Í€^n^^Ěrin9 

cfo w'cTJlby'es, 

ne^^m€^n‘tb^ KTeSlr/<ejr^ 'FJUien 

Wfrmn€še€M€Š 

FbeWĚi^e, Fro FinbaĚĚ, Fte^urn Fire, iCrea^ure 
^b€pcšc, FriwnaĚ Fíage, Fbc Wf€M^en ]R#no/<ee^ FeĚcĚ€cn 
^ 'Cbessmas^er €wn€Ě Fxt^rcwne FĚnbaĚĚsb€»uĚ€Ě 

be suf^Ěcient: Ěncentí^e ťo ban€Ě e^er ^eur b€ar€i“ 
e€Mme€Ě C€9sb» WĚext: men-tb^s bremetíenaš stuffis 
a secre^ fk>r ‘tbe tínme bein^, bu^tres^ €assure€i ^ba^t 
t:be €tu€aĚĚ‘t^ €an€Ě €tu€an‘tit::if^eu^^e becenme use€Ě‘te 
^^nrĚĚĚ #voť llssue sixis o#v saĚe ‘fĚrenm Jfkg^riĚ 77. 

Jkn essentí€MĚg9ĚMrcb€9se^ XLWDC 
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May issue of PSX-Pro out 
April 11 









XnENIlON! TRUE OR FUSE? 


Please answer the folhwing 

Mí B A MOrOKWAYI 
UHRA IS4 WASmn POWDHII 

ÍAUUAR IS A Bie BIACK pussrí 

SAníRN U A PlANtn 
HArsnnON iS IHE BEST UAMfS 

eoMsou m nu um/Btst 


ACCESSOillES 


1. SONYJOYPAD 

2. SONY MEMORY CARD 

3. SONY MOUŠE 

4. SONY CARRY CASE 

5. SONY LINK LEAD 

6. SONY EURO SCART CABLE 

7. PDL AV SCART CABLE 

8. NEGCON PAD 

9. ASCII PAD 

10. ASCII JOYSTICK 

11. JOYPAD EXTENDER LEAD 

12. STEREO PHONO LEADS 

13. PHONO SCART CABLE 

14. RE UNIT FOR UK PSX 

15. ANTISTATIC MAT & CD CLEANER 


£24.99 

£19.99 

£24.99 

£19.99 

£19.99 

£34.99 

£19.99 

£44.99 

£24.99 

£49.99 

£7.99 

£4.99 

£7.99 

£24.99 

£4.99 


wt um mtm m stock 

OfíUial UK 
Sony 

Playstation 
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ACTUA SOCCER 
ACTUA GOLF 
ALONEIN THE DARK 
CHE55MASTER 3D 
DE5TRUCTI0N DERBY 
DISC WORLD 
DOOM 

EXTREME SPORTS 

ELEVENTHHOUR 

FIFA '96 

GOAL STORM 

HlOCTANE 

KRAHIVAN 

LOADED 

L0NE50LDIER 

MADDEN '96 

MICRO MACHINES 3 

NHL HOCKEY '96 


VĚRY 

SMCfAi 

omns 


39.99 

MORTAL KOMBAT 3 

39.99 

TRUEPINBALL 

39.99 

39.99 

TFKKEN 

39.99 

TILT 

39.99 

39.99 

PANZER GENERAL 

39.99 

TWISTED METAL 

39.99 

39.99 

PARADIOUS 

37.99 

WARHAWK 

39.99 

39.99 

PGA GOLF '96 

39.99 

WING COMMANDER 3 

44.99 

39.99 

PRIMAL RAGE 

39.99 

WIPEOUT 

39.99 

36.99 

RAIDEN PROJECT 

37.99 

WORMS 

37.99 

39.99 

RAYMAN 

39.99 

WORLD CUP GOLF 

37.99 

39.99 

RIDGERAČER 

37.99 

SAMPRAS EXTREME TENNIS 

39.99 

39.99 

RIDGE RACER REVOLUTION 

39.99 

BOXERSROAD 

39.99 

39.99 

ROAD RASH 

39.99 

THUNDERHAWK2 

39.99 

39.99 

SHOCKWAVE ASSAULT 

39.99 

JOHNNY BAZOOKATONE 

39.99 

39.99 

STARBLADE ALPHA 

39.99 

ONSIDE 

34.99 

39.99 

STRIKER '96 

39.99 

PROJECT OVERKILL 

39.99 

34.99 

MICKEYMANIA 

39.99 

X-COM ENEMY UNKNOWN 

39.99 

39.99 

VIEWPOINT 

39.99 

TOTAL NBA '96 

39.99 

39.99 

ASSAULT RIGGS 

39.99 



39.99 

THEMEPARK 

39.99 




FREĚ STEREO PHONO LEADS iŘřiih eirery game ordered* 

AV Scart Cable ONLY £14.99 when punhased with game. 
Joypad Extenders R tor £9.99 


POWERSERVE TENNIS 

DESCENT 

ALIEN TRILOGY 

AGILEWARRIOR 

BATMANFOREVER 

CASTLEVANIA 

COOL5POT3 

CREATURE SHOCK 

DARKSTALKERS 

DRAGONS LAIRII 

INCREDIBLE TOONS 

MOTORTOONGP 

MYST 

NASCARRACING 

RISE0FTHER0B0TS2 

SHREDFEST 

SLAYER 

STREET FIGHTER 
ANIMATED 
SYNDiaTE WARS 
WARHAMMER 
WATERWORLD 


X-líŘENCOFATOM 

ZOOP 

ZORKNEMESIS 
NBAINTHEZONE 
SCOUISHOPEN 
IňAGICCARPET 
TOYSTORY 
ZERODIVIDE 
CLAYFIGHTER 
T0HSHINDEN2 
RESIDENTEVIL 
ADIDAS POWER 
SOCCER 
CRITICOM 
NAMCO MUSEUM I 
AH-64D LONGBOW 
FADE TO BLACK 
TOPGUN 
DEFCON 5 

EARTHWORMJIMII 
NEEDFORSPEED 
INTCHAMP SOCCER 


Playstati on^ 

DIRECTX 


MAIL ORDER DIRECT ON 

01442 279700 

217 LONDON ROAD • APSLEY • NEMEL HEMPSTEAD • HERTS HP3 9SE 

PRICES SUBJECT TO CHANGES WITHOUT NOTIFICATION E & OE 


Cheques/Postd Orders payable to: 

Playstatíoii Dírect Limited 
Postage & Packíng 

SONY PLAYSTATION MACHINE £5.00 
Software and Accessories 

10 TELEPHONE LINES ■■ _ 

Open 10a.m.-7p.m. 
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‘ 4s|^ ” and “Playstation” are trademarks of Sony Computer Entertalnment lne. 


Software copyright 1993, Cyan, lne. and SunSoft. All rights reserved. “Playstation” Adaption (Woridwide except Japan) O 1996 Psygnosis Ltd. Myst ® is a regtstered trademark of Cyan, lne. 

* refers to coples of Myst sold across all avaiiable formats to dáte. 













